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- Introdudl ng C han ig’ 
weightless if you can’t bow upa banal of space crap? 


_ While the engineers at NASA might have béen shortsighted, ours were not. They’ve put together a 4 
_ gravity-defying, medulla-blawing shooting game with a full 360 degrees of free-range motion. a 

% Translation: Now you have the ability, amd the sophisticated weaponry, to annihilate alien 

: warships with 1 frightening speed and accuracy. All of 1 which beats the hell outeof adjusting 
‘some wing nut o on the MIR Space Station. Omega Boost, from the creators of Gran Turismo: 
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Welcome to the October issue of PSExtreme. As usual for this time of year, things are starting to ramp up rather quickly. While we don't have 
any official numbers, the estimated amount of PlayStation games being released between now and December will probably hit somewhere 
close to the hundred mark — that's a lot of reviews! While Sega has introduced their new, superior hardware, Sony is still hard at work 
MG making sure all of their loyal customers have plenty of quality gaming experiences to be had — at even cheaper prices. And now, with the 
38.4 hardware being officially dropped to a “mass-market” price of $99.00, there's no reason not to own one of the greatest gaming machines ever 


e. 
For those of you that wrote us with your worries and concerns regarding Sega coming back into the marketplace and what this will mean 
for Sony and the PlayStation, rest easy. Not only is the competition healthy — pushing the developers, publishers and hardware engineers and manufacturers to 
strive to make their products better than the rest — but, up to this point, Sony has done everything right. With the next generation PlayStation hardware waiting 
mysteriausly in the wings (and not for much longer — next issue will have all the details), the new price drop, and at least one, if not two, more years of juice 
left in the current PlayStation, things are looking solid for Sony and their role in the gaming industry for years to come. 

While all of this is playing out, you should be in playing. There is some serious gaming to do and this issue reflects that. We've got at least 20 games 
reviewed inside, including potential blockbusters such as Capcom's Dino Crisis and Square EAs Final Fantasy Vill. There's plenty more where that came from, some 
of the games I'm looking forward to this holiday season include Resident Evil 3, Tomb Raider 4, Gran Turismo 2, Crash Team Racing, Spyro the Dragon 2, Quake 2, 
and Medal of Honor — this is just my short list, mind you. 

Well, Ive rambled enough. We have a lot of good stuff for you this issue, so stop wasting your time here and head on inside. | hope you enjoy what weve put 
together for you and, as usual, well see you again next month. 
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Greg was caught play- 
ing the Dreamcast by 
the rest of the 
PSExtreme staff then 
taken out back and 
flogged with a Dual 
Shock controller. After 
being thrown in the 
warehouse with a only 
an Atari 2600, the 
game E.]. and a broken 
joystick for two weeks, 
hes been much easier 
to control. 


Steely EL ata 


ET., Crash Team Racing, 
Spyro 2, Resident Evil 3, 


Dino Crisis 
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WINDING 
The Windings took off 
for their annual, spiri- 
tual journey to Mecca 
— that's Disneyland to 
you and me. Every year 
around this time, their 
eyes get all glossy, spit- 
tle collects around the 
edge of their mouths 
and they can be heard 
behind closed door 
muttering “the happiest 
place on earth’ over 
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Crash Team Racing, 
GameDay 2000, Dino 
Crisis, Toy Story 2 
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KRAMER 
Kramer wishes there 
were more good 
PlayStation games and 
not quite so many stinky 
ones. He also hopes 
that a Japanese com- 
pany will someday cre- 
ate an RPG that isn't a 
ripoff of Star Wars. He 
also thinks that Dino 
Crisis is a great game, 
but not when you have 
to play it over and over 
for two solid weeks. 


Legacy of Kain, Metal 
Gear Solid VR Missions, 
Driver, Dino Crisis 
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AWNLIREMCH 
is getting tired of writ- 
ing a different biogra- 
phy every month. He 
has decided to start 
embellishing them to 
make for more exciting 
reading. When he is not 
hunched at his comput- 
er writing game reviews 
and articles, he works 
as an architect for 
Vandelay Industries and 
designs new patterns 


Pac-Man World, Dino 
Crisis, Driver, Space 
Invaders 
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PAWLALIKA 
Adams in RPG heaven 
this month with Final 
Fantasy V, FF VI and FF 
Vill. Although his mom 
thinks he's become a bit 
pale-skinned, he still 
appears to have his 
sanity. The last editor 
who attempted to 
review this many FF 
games in one sitting 
was later seen at Bay 
Area pet shops trying 


to purchase a Chocobo. 


Final Fantasy V, Final 
Fantasy VI, Final Fantasy 
Vil, Final Fantasy Vill, 
Final Fantasy Tactics 


Most people are happy. 
Eric, on the other hand, 
has a permanant scow- 
el on his face. Either his 
‘controller isnt work- 
ing. or the ‘phones are 
jacked" or he got a 
regular Diet Coke 
instead of a ‘super 
quencher’. it's always 
something. Good thing 
he lives in the ware- 
house out back so we 


dont have to hear him. 


Gran Turismo, NCAA 
GameBreaker, NFL Blitz 
2000, WWF Attitude 
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Having been trapped in 
an airplane for 13 days 


this month, Dillion man- 


aged set the world 
record for yawning. 
Since that dramatic 
episode, he has man- 
aged to get back on 
track, insisting his new 
diet of hot wings and 
butter-soaked hot dogs 
is the key to a shiny 
coat and a healthy 
lifestyle. 


R/C Stunt Copter, WWF 
Attitude, Bass Landing 
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ImIS MARKADANE RIC DILLIONA L E x 
WINDING ME R Z 


ANDREWS 
You always hear about 
the inteligencia, well 
Alex is a card carrying 
member. Besides being 
an expert on Fishing 
and Bowling games, 


Alex is also our resident 


girly-screamer and the 
highest-paid slacker in 
the industry. He really 
belongs in a Karoke bar 
somewhere snapping 
his fingers to the beat. 
Nutty. 


Need for Speed: High 
Stakes, Driver, Bass 
Landing, Pokemon Snap 


CA 94404. Newstand distribution is handled through Curtis Circulation Services. For customer service, write: PSExtreme Customer Service | 
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teresting bins regarding editing, Star Wars charac- 
ter names, Bleem!, computers vs. consoles and several 


- other topics that need to be discussed. 
news Shee = ‘Oh yeah... and no Dreamcast bashing, 


Tied of hearing about PlayStation 2 info? Us neither! 
All that, plus some good Dreamcast bashing. 


jpage 52 


- Wheels. Wheels. Whels, Al about whels. The wheels, They 
go round and round. Wheels. Wheels. Did you hear? Wheels 
Steering wheels. Wheels, Thanks for reading, 


Na shins ths section, dust codes, Codes, Al codes, The 
codes are good. The codes are great. The codes can make 


you wear a hood and skate. Oh, wait. That's Skate and 
Destroy. See next section. 


Whoot si Hot hog hips! Shake it, baby. We gut sO “id i 
here. Oh yeah, Baby. Lookie here. Vigilante 8: 2nd OHense, Resident oe 
Evil 3, Vagrant Story, Medal of Honor, South Park, Chef's Lave \ 
Shack, South Park Rally, Shadow Man, Grand Theft Auto 2, Skate 
and Destroy. can it all really, truly fit in one mag? Yep. 


We get down, get candid, this issue with hot, hat, a 
hot interviews with the big moto's behind the new Wu-Tang 


game, plus the dudes doing the new Motacrass Championship 
game. That's hot. Hot. Hot. Hot. 


Were i t tel you a little bit about this here game, Faking 
Force 2. It's a whole lot better than Fighting Force |, which 


was kinda stinky. This one’s nat stinky. Its like... hea sein. 
Rosy. Smells nice. Good. No dingo-smell, 


We've gone and done it this time. Four pages with three games 
-on each page. All new games. Very descriptive text, Several 


———— Saecmermeeene screen shots each. We live to preview. New games with text and 
NROCKS(GE (Feats us (OQ pee CRALIWOO! ie screen shots rock. 


themupcomitig PSX titles. rhanke 
ROCKS tar, youguysarecooll 
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~ ur magazine isnt just a video game magazine... It's like . 
a lifestyle guide for the casual gamer who doesnt just play 
games. He knows about the outside and goes to clubs and 
has friends. This is reflected in our reviews. It makes us 


- better than those “just games’ magazines. 


 $Ports 
_ We're really hip with our special section for sports games. 

Since mast people only play sports games, they can skip 

_ right to this section and read about just the sports games. 


We think about these things in advance, you know. «i 


- poo saan name 


SQUGFESOL GOES MaKe 
MHEHCe (OOKing games 


WESC. DROUE  O ducadeccdsoecscxtncexceasssveceucsts 60 

NEDU. WROUE.. GU GUE S ccbacs cdecsucuscascdaccaveses 60 

TEST BRIVE GEF RGAD 3S. ois cci cece 60 

THE PRANTOM- MENACE 5.555.052.0500 .650, 60002. 78 

THRASHER’S SKATE AND DESTROY ..-......... 43 

WAU WOOP scdessdecccateteccecceteerezeeer ate 62 

hott yi. 2 (| bg, Sees Senna ream eee 62 

WASRAMT STGRY <.....cnscnsnneccZiseeeseceveoest 34 | 

VIGILANTE 8: 2ND OFFENSE.............. 28.. 29 | 

WU-TANG: SHAO-LIN STYLE.....-........ 48.49 || 

EU TAU CU CUBE ssbntccsindvisieccenscccéscducsaues 8&9 

rE UU Bc cscsst cise csvebevestcuctcistededecsstsc te 62 

XENA: WARRIOR PRINCESS ..............2..... 74 
ENhibition 

Weve chronicled the history of first person shooters for 
home gaming systems, mostly. It's got a lifestyle section 
feel to it. It's a good spread to lay open on the coffee table 
when guests come over, to start conversations. 
Kamine 
This isnt reaily a lifestyle type of section for casual gamers. 


This is a handbook for the hard core Final Fantasy play- 
er who is stuck on disc |. Next month we'll have a hand- 
book for the hard core Final Fantasy player who is stuck 
on disc 2 or 3. Rocking! 
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NFL GameDay 2000 gives you 1,200 new plays and 200 new motion captured 
moves designed and performed by 45 NFL players. There’s a Training Camp 
Mode to practice plays, and a GM Mode to manage your team over multiple 
seasons. We’ve even added a revolutionary telestrator along with Dick 


Enberg and Phil Simms commentary. Now every day is game day. 
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a simple joystick with a fire b 
were right handed, the jo} 
manipulated with the rig 
activated the fire button. Th 
the best known controller, 

_ most people’s hands. For 
and Breakout, Atari crea 
once again, fit easily i 
button. 

Some competitors tri 

design. Others tried 

and keypads ins 

worst controller e 

by the 5200. This 

4 fire buttons, ; 

analog stick v 


did I know this was a. 
to learn to use the ev 


Sadly, the Dreameg 

With its expansion 

and feels like one ¢ 

of old. Yes, I know an 

but at an additional pri 

handed movement). A 

of the simple controllers 

Sony has a prime opport 

their next system will app 

it is possible that the curren 
with the new console. If sc 
temptation to tinker — releasi 
of an uncomfortable new con 
many buttons as we have fingers 


Sometimes, less is actually more. 
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Dear PSExtreme, 


I've only gotten partway into this issue, but have some 
comments to make. 

First, despite your answer to Jerky-Jesse''s 3rd question, 
I have to point out that you seem to have trouble spelling 
Star Wars: The Phantom Menace characters' names 
(responding to Dale Skrobot): Qui-Gon Jinn and Queen 
Amidala, and made a mistake common with certain 
other games mags, in talking about a 'break’ [sic: should 
be brake] pedal (responding to Hawkfan). 

More troubling, however, is Patrick Calderaz's letter... 
He seems to not like Bleem! at all, but not for any good 
reasons. 

First, he complains about how "Sony loses out on the 
hardware that would normally be required to play the 
game". This is true to some extent, but only a very 
SMALL extent. When a system is first released, the 
manufacturer makes little or no profit. Later versions 
of the hardware will begin to make the manufacturer 
money, but still not a lot. No, there's a BIG reason system 
manufacturers (Nintendo, Sega, Sony) have a licensing 
structure in place — because THAT'S how they make 
money offa system. Every game sold sends ~S5 to the 
manufacturer. Every system sold may give them the 
same amount of profit, but far more games than systems 
are sold. So Bleem! really IS doing Sony a favor by 
selling more games, or if Bleem! isn't selling enough 
copies to make Sony a noticeable profit, then there's no 
reason for Sony to be worried. 

Second, Patrick asks why, "if Bleem! was 'never designed 
to be a competitor to the Playstation console’ then why 
Is he selling the thing?" | don't know, maybe to recoup 
the money spent in research and pay back the time spent 
developing it? Maybe because he knows there are people 
out there who will like it and he doesn't want them to 
miss out? Maybe he wants to make money even though 
Sony decided not to sell Bleem! themselves? 

Most gallingly, he says "a problem with the emulators 
Is [that] we don't have laws that target them directly 
(well, we don't yet. Hopefully that will change.)". What 
is wrong with emulators? Nothing. Why SHOULD there 
be laws targeting emulators? There are already laws in 
place to protect against copyright theft and piracy; no 
new laws are needed. Does Patrick own games like 
Activision Classics or any of the Namco Museum series 
which owe a great debt to emulation? If 20 years down 
the road Patrick gets a jones to play Parappa The Rapper, 
and Sony no longer sells the Playstation and his is long 
broken, will he think the same of emulation then, or 
will he buy Bleem! for the latest computers so he can 
play it again? 

Perhaps "millions of people [will] back Sony up 100 
percent’, but I'm not one of them. I think that Sony is 


just bullying the makers of Bleem!. As long as Bleem! 


does not violate any proprietary Sony rights, and was 
properly reverse-engineered, it is perfectly legal, and 
I hope sincerely that the courts will make the right 
decision. 

And let's hear it for Richard Diaz who wrote "Sony's 


~— > 


ie Atria 


done many great things for v (aehetesre W piled 

but they don't hoceaaauly have the gaming community's. 
best interests in mind". That's entirely true, and it's 

Important for us to remember that. 


Russ Perry Jr 


pone 


Dear PSExtreme, 


aie 


I’ve been playing Romance of the Three Kingdoms for 
a long time... like 10 years or so... but its never been* 
that popular in the U.S. It used to be a best-seller in 
Japan, but now it doesn’t get the credit it deserves./Koei 


has made many simulation war games, but this is the’ 
best. It truly is a great game. When RTK 6/comes out, 


I'm wondering if your magazine will help restore its” 
popularity. I dont think it would take much to do this. 
Please tell me if you know why this game hasn’t hit it 
big yet. Its been out forever. Is it becuase Koei doesn’t 
‘ Awad Vis ' > 1P 
spend enough money on marketing? What gives? | 
would really love to see this game get popular. I’vellived. 
ina lot of places, and everw here | go it seems that only’ 


my brother and I and have heard of this game. Fan 


for you time. 
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Dear PS Extreme, 
Hey, what’s up? I just have a few PSX Questions ! was 
hoping you might be able to answ er. 


Main one: Will anyone make a sequel to the Shadowrun'\ 


game (the old SNES game) in the future for PSX? I 
Was great and it seems people have forgotten it. 
2: If not, is there any way to possibly get this game? 
Sa from the SNES cartridge to a PSX CD? 

3: If you have an idea for a game, who do you bring it 
to? 


i y 


Thats all. | hope you can help. 


CE oR ae 


Eric Thurston: 
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INTRODUCING 
THE NEWEST WAY 
TO PLAY HOCKEY 


Authentic FOX Sports Net 
graphics-including FOX TRAX™ 


Camera angles that put 
you in the action 


Bs 10 
POWER PLAY. 


Addictive gameplay that’s 
fast and fun 


aig \ Also on 
Windows” 
95/98 CD-ROM 


log on for more info, Vas s pone 
screenshots and downloads | 


CD-ROM 


Windows® 95/98 


©1999 Twentieth Century FOX Film Corporation. All Me fe Reserved. "FOX," "FOX Sports," "FOX Sports Net," "FOX Trax,” "FOX Sports Interactive," "FOX Interactive," “Twentieth Century FOX" and their associated logos are trademarks and the property of Twentieth Century FOX Film Corporation. Hockey League Players’ 
Association, NHLPA and NHLPA Logo are Trademarks of the NHLPA and are used, under license, by FOX Interactive, Inc. NHL Championship ™ is a trademark of the National Hockey League. All NHL logos and marks and team logos and marks depicted herein are the property of the NHL and the respective teams and 
may not be reproduced without the prior written consent of NHL Enterprises, L.P ©1999 NHL. All Rights Reserved. This product is an Officially Licensed Product of the National Hockey League. Windows and the Windows logos are either registered trademarks or trademarks of Microsoft Corporation in the United States 
and/or other countries. The ratings icon is a trademark of the Interactive Digital Software Association. Manufactured and printed in the U.S.A. Licensed by Sony Corporation Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are registered trademarks of Sony 
Computer Entertainment Inc. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING. 


opinion on how console 
PC's vexed my spit 
BONENES, ae cus 
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Yes, you'll probab 


games _ a ten 


multiple unit it LAN, you can nr on ma, more 
people. a 
Yes, my PC is located i in the family — m 


more game on my computer, peal if Spa the | 
rest oY better. | 


Windows 95, swhict wh shipped 4 4 years ago. 
Console CD's scratch, the systems overh 


earned into ee ching is earned , 
I still love to play my Commodore 64. W 
kid, I wasn't al lowed to. so | 


video games. But, [ can rent g 
on and absorb your commentat 


eee this, I won't be sus : 
a grudge. 


sulalic Aptian 


Dear PSExtreme, 


I have only but ONE question, and only ONE question 
to ask for you pathetic fools (BWAHAHAHA 
HAHAHAHAHA.....OH SORRY Evilness kicks in 
sometimes) What the hell does the X in PSX mean, or what 
does it stand for?For ALL MANKIND PLEASE TELL 
ME, TELL ME, TELL ME NOW! I need to know NOW... 
thank you. 


Angelo Gonzales 


P.S. | Love you guys, will you marry me? 


Dear PSExtreme, 


| was wondering if you were going to make anymore 
updates on the Tomorrow Never Dies game. Besides that, 
can I ask questions about it? Here they are: 


|) What other levels will there be in the game? Not to 
intrude too much, but will it include these?: The Sunken 
Ship level, The Carver Media Center in Saigon — (the 
place where you're hooked up with Wai Lin), and The 
Streets of Saigon — (where you're riding a motorcycle)? 

2) If there are gonna be those levels, in The Streets of 
Saigon, will you be able to use the Motorcycle? or 
walking? 

3) Will the game contain not just movie clips from the 
movie but also make their own cinema clips? 

4) What other weapons will he use? Like I know you listed 
the gadgets, but what about the weapons. I think I saw 
these weapons on the screens you guys put on there: 
Walther PPK (Silenced), an MP5, an AK-47, and an 
Ml6rifle, and you listed that it will have a Sniper Rifle 
also. What about Uzi, 44. Magnum, Golden Gun, the 
new gun he found in the streets of Saigon (a Walther 
P99). You know, other guns he used in other movies. 

5) And the last one; how can the driving levels be a bonus 
part of the game if the driving takes place in the integral 
part of the game. Like the chase sequence where Bond 
was being chased by the other Black Sedans. Besides, 
at www.videogames.com, | saw a screenshot with the 
car In it, but it was in a dark place. But you must be 
asking yourself, “so what?” Well, and there's this other 
purple convertable car. Was it in the Beta version, or 
can we use it in the game? 

Thanks for your time. If you can answer these questions 

with good explanations, I'll be most gratefull. Again, Thank 

you! Thanks a million! 


Sincerely, 
David 


Dear PS Extreme, 


I read your magazine and you guys said that you are starting 
to look into the Dreamcast. You even said that you might 
Start a magazine to cover it. That's just funny because a 
few issues ago you were putting the machine down. 

By the way, I think PSM and OPM 's magazines.are better 
than yours they are more entertaining to read and also more 
informative. OPM also gives demos. That's tough to beat! 


BLaZeXVIII 
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‘How Yo Crush the Hones and Dreams af ha 
= Aspiring Video Game Platform, Sony Style 


Oh, those nasty, nasty folks at Sony. Not content with merely ruling the video game world, they’ve begun 
an all-out assault to completely dominate the planet. You’d think that they were the company working 
with Microsoft instead of Sega. While no one at Sony seems worried about the Dreamcast, they are taking 


: ee of | some steps to do what they can to let the air out of Sega’s tires early. F oe the Sony model closely, 


ince it’s introduction at a $299 price point, the system has 

srice four times, eventually landing at a more than reasonable 
1 the summer of last year. Since then, industry-types and 
ual” gamers have been wondering what it would take to get the 
final hump and into the Magical Realm of $99. sain it 
bled and semi-incoherent launch of the new Sega system. 


the same time. Sony has been working with a number of publishers 
get some Trip 


inus a few weeks) that the Dreamcast is launching. Originally, 
ber 9 date was supposed to see both FFVIII and Dino Crisis charge 


t was being packed in with the first 500,000 copies. Final Fantas 


ther big draws arrived to divert PlayStation owners’ 


Metal Gear Solid VR Missions disc. Additionally, some of the big 
from last year were added to the $19 Greatest Hits line, including Gran 
0, Spyro, Crash Bandicoot 3, Cool Boarders 3 and Twisted Metal 3. 

, begin slowly talking about your new system, revealing tantalizing 
of fascinating information, without giving away the farm. You know 
eorge Lucas is excited about the launch of the PlayStation 2, it’s gotta 
ething cool. And if the father of Star Wars is talking about PlayStation 


ing. Just as they did for the peal PlayStation,, 
d drabs, keeping the 
ation. Agee ia normal 


nane rae i octets ‘ms mee . 


Driver has sold over one million units worldwide. 


ange to have some top-notch software for your own system hit | 


le-A games out, coincidentally at the same time 


1, but Dino was delayed by two weeks because of a Resident Evil 3 
he other hand, was available the day before the DC. Within this time 


nto Sega’s deep pockets. LucasArts’ critically delayed Phantom ea ~ for the PlayStation to positive reviews. Yours truly was also privy to playable 


ed about the same time, as did 989’s Jet Moto 3, SCEA’s Omega Boost._._ Versions aNd hose 
along nicely. Word is that the Missile Command team is going to implement 


e press with stars in his eyes, imagine what the average gamey must 


idence fe a much fl ‘nite on Sony ae 


game, which received a score of 90% in our last issue, has managed to capture a lot of attention With its ae gamepla 
nercial. The TV spot, vi ran ria —_ mts of great gameplay footage while the classic Stiff ie ” ” | 


we ve outlined Three Steps to Crushing a Game System. 

First, drop the price of your hardware .to the point where even the last few holdouts in America will look at 
Dang! I tell you whut — that there’s one heck of a cheap lil’ thingie. Laverne, throw that PlayStation in the basket and we’ll have these 
Wal-Mart ring it on up for us. After more than four years of production, the PlayStation has dominated the ise gaming scene like no other 


Back Then We Oaly Had 44 Per 
“cartridge And We tiked It That Way' 


Nearly everyone is familiar with E3 — the annual electronic entertainment 
industry trade show. However, there is a much more informal video game-related 


~ gathering which is starting to attract attention. The Classic Gaming Expo, which 

_was held on August 14-15 in Las Vegas, celebrates the history of our favorite 
_ pastime. Not only did attendees have the opportunity to purchase games and 
1p systems long since vanished from store shelves, they got to listen to (and talk 


1) programmers and other pioneers in the industry, as well. What does this 
v have to do with you, owner of a PSX? More than you might expect! 
E 99 sponsor Hasbro Interactive displayed their nearly complete Pong game 


versions of Missile Command and Q*Bert which looked like they were coming 


mouse/trackball support for the game, which was sorely lacking from Centipede. 
Peripheral manufacturer nyKo, who developed the only trackball currently on 
the market, had a booth nearby. Should Hasbro heed the desire of gamers to 
have trackball/mouse control for both Missile Command and the upcoming 
Millipede, it is possible that nyKo will consider a redesign of their controller. 

Intellivision Productions was also present, showcasing a playable version of 


) “Intellivision Classics” for the PlayStation which will be released by Activision 

~ this fall. The collection features 30 Mattel Intellivision titles such as Astrosmash, 
' Frog Bog, Star Strike and their popula 
clips of many of the original pro 


orts games. The disk also has video 
gly enough, the arrangement 
ghts to Intellivision games | 
ing ona second CD-ROM | 


with Activision gave Intellivi 
created by Imagic and Activ 
collection for the PC whi 
well this PC collection i ist 
future. 
Finally, there was news at the 10) cade oy Pack” which - 
we mentioned last issue. Apparently, Midway has nixed the plan to include a 
dozen emulated coin-op titles i in the collection and will instead include just 
six of them (the same as in the prior AGH collections). While disappointing, 
there is still hope that either Midway or another company will produce the 
remaining games atalaterdate. 


las slowly settled on the company. Yet, in every black cloud hides the possibility of sunshine. Pees all e pr 


REPARE. 


Coming to the PlayStation® game console. 


NEW wOnIH COMPUTING : " 
© 1999 The 3D0 Company. All Rights Reserved. Crusaders of Might and Magic, New World Computing, 3D0, and their respective logos, 3D Q) 


| are trademarks and/or service marks of The 3D0 Company in the U.S. and other countries. PlayStation and the PlayStation logos are 
PlayStation ae registered trademarks of Sony Computer Entertainment Inc. All other trademarks belong to their respective owners. New World Computing 
asin is a division of The 3D0 Company. www.3do.com 


Bernie's Gone, $ urprise, Suprise 


On August 11, 1999, Sega had to share the news that Chief Operating Officer, Bernie Stolar, 
was no longer ‘ ‘with the company’ (my, that sounds ominous, doesn’t it?). While Bernie’s 
ousting was not shocking in and of itself, what did surprise most people was the timing. 
When the news became known, Sega was a mere four weeks away from the arrival of the 
Dreamcast. An eleventh hour replacement is generally not considered to be a Wise Business 
Practice. 

Attentive readers will recall that not more than two months ago, in a story entitled “Further 
Proof that Sega has No Clue, ’ we described Bernie as Sega’s “budding American fall-guy.” 
Scuttlebutt about the gaming industry: for months had been that Bernie was leaving any day, : 
or was being forced out by the Japanese, or had finally gone mad and retired to a remote © gy the PlayStation launched, one of the most unique and craziest games 
_ castle in the mountains, where he was preying on the blood of the local townsfolk. Actually, available was a happy litle Iapanese game called Jumping Flash, Jumping Flash 
we made that last one up, but really, e ryone knew that Mr. Stolar was not going to last _ quickly became a favorite amongst the early PlayStation hardcore and the gaming 


long eye nd the laun ch | the : Dr ae dn’ last at Sony C omputer Ent tai ‘ament __ Pls, aS Parappa did last year. Jumping Flash 2 was brought out the following 
oe ont = . _ year with no fanfare or marketing support and disappeared without a trace. Sony 


Computer Entertainment in Japan has finally bitten the bullet, however, and 
announced that Jumping Flash 3 will be released in that country on October 14. 
Info is. scarce on the new game, but we do know that it will be Dual Shock 
| mpatible and will feature PocketS upport. There has been no news 
* from Sony as to whether Jumping Flas ei in the US. 
gn Telated fan favorite news, two Japan se CO 


Robo-Rabhit Hole 


And ah had just begun to ‘hindi promise. I 
from outside the insular, semiretarded. vi deo § ga try, it looke | 

had finally begun to move, surprisingly, in th right direction It seemed as if Soea, hed inal 
, Se to somewhat understand the gaming ons 


ea be producing anew ‘Blaster Master p game “iat the PlayStation, called Blaster 
Master — — Blasting a and Mees is re-eleasing the classic Mega Man 


mn na itigheyStation disc, While the games 
an; nged Or updated — why do more work when 


yo identi enemy robots weaknesses, digital images of art + from 
“ome PocketStation stuff. 


Source: NPD TRSTS Video Games Tracking Service 
900 West Shore Road, Port Noh NY ' hcl ~ 
(516) 625-2294 


Sony’s 


tie 


last month ** 
average retail price " 

‘40 
ERs 989 Studios’ 989 Studios’ Sony’s 


Need For gong il Syphon Filter MLB 2000 Star Ocean: Second Story 


last month *# last month § 


average Per price © 


average gpm price "7am average retail price 
$ 


last month ** 
average igo price 


last month 3 
average : price 


last month 9 


average retail price / 
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ee 
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Eidos interactive and the Eidos Interactive logo are registered trademarks of Eidos Interactive. Inc. Fighting Force 2, Tomb Raider: The Last Revelation, Core and the Core logo are all trademarks of Core 
Design Limited. Fear Factor is a trademark of Eidos Interactive. Legacy of Kain: Soul Reaver is a trademark of Crystal Dynamics, Inc.PlayStation and the PlayStation logos are registered trademarks of Sony 
Enteriainment inc. The ratings icon is a trademark of the Interactive Digital Software Association. Titles in this advertisement are rated Teen through Mature by the ESRB. 


Also, to clear up some confusion regarding light guns. There are nice he bce . PSX lightguns: = 
standard PSX gun and Guncon compatible guns. When shopping for a lightgun, you should , 


that while most PSX games are dual compatible, some only support the standard gun and others only 


a support the Guncon. Unless you own a dua ight gn a you should check to make sure the software 


plugged into a separate wail 
home about. a 


Unless you can find this one extremely cheaply, 
tures | would gladly forgo a rumbling wheel, if it 
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 SENDUSYOUR 
ODES ANB Win | : 
BIG PRIZES! - 


Each month we'll pick the best code sent g 
* in by our loyal and intelligent readers 

- and send that person a brand spankin’ 
new copy of AGETEC’s hot destruction © 
game for the PlayStation, Armored Core: 
Project Phantasma or, if you’re funky- 
_ funky, fresh, AGETEC’s ASCii Sphere 360 
(you decide). But wait! That's not allt: if 
"you act now, we'll also include AGETEC’s 
super stylish ASCii Grip one-handed 


_ controller for the PlayStation, for your 


controlling pleasure, PLUS twelve (12) 
‘’ free issues of the best, the first, monthly 

- dedicated PlayStation magazine,  — 
4, PSExtreme, of course! Whoa! That's q lot x 
, Of cool stuff for just a code; what are 
% you waiting for? 


"WE HAVE A WINNER! ‘ 


A very warm and mooshy thank-you flies - 
. out this month to Greg Julie from Stone 
Mountain, GA. What a wonderful thing it 
_ was to receive Greg’s letter with these 
fab Bugs Bunny Lost in Time codez. Greg, 
ij next time you’re in Foster City, stop by 

+' and we'll treat: you to a ies taco. 


i While notciel down MEN MEM, perform the 
_ codes below in sequence: Co 


} FULL ABILITIES 


Hocus-Pocus: Get a fan to float up to high 
» places. 

- Open Sesame: Opens secret doors, ; 
Olly-Olly-Oxen Freel: Provides a 2 super . 
_ jump ability. V3 

Magical Tune: Bugs will whistle « atuneand 
perform an action. 0. 
O © TE ©2G0® Ft al 

GET A KEY 2. iy 
To open doors, take the key to a locked 
, door and press the Action Button. 


OCT EEOGd00 8 


5 


§ 
. CONTEST RULES: Anyone of any age can enter. The only Be not 2% 
eligible to win are employees of Dimension Publishing or AGETEC, their friends, 
family, pets and anyone they talk to or know of. Dimension Publishing reserves © 
the right to make any and all decisions regarding the contest. One winner per * ‘ 


, Month will be chosen, at Dimension Publishing's discretion, based onthe code 49 


or trick supplied by the entrant. If you win but do not specify, in your code 4 
submission, which prize you want to receive, then we will choose for you. 


i ed 


=. 


sponsored by 


Goliath - Huge Players 

Piston - Super Stiff Arm 

Gloves - Receivers Catch Everthing 

GD Challenge - Hidden Difficulty Level 
Pencils - Players are Tall and Skinny 

Even Teams - Make All Players Equal 

Home Cooking - No Pentalties on Home Team 
Slow CPU - very slow computer controlled 
players 


Old Easter Eggs still work on Gameday 2000... 


Juice, Davis, Flea Circus, etc. 
Codes submitted by Sean "The Dark Jedi" Davis 


Enter the following at the Secret Codes screen. 


Enter them carefully, as bad codes may crash 
the game. 

INSIDENOUTSIDE -- 1947 Army team 
FORTYSEVENONE -- 1957 Oklahoma team 
BRUTUS —- 1970 Ohio State team 
GAMEOFCENTURY -- 1971 Nebraska team 
SCHOONER -- 1971 Oklahoma team 
HEDGES -- 1976 Georgia team 
TOUCHTHEROCK -- 1981 Clemson team 
GOFOR2 -- 1983 Nebraska team 

MIRACLE -- 1984 Boston College team 
LINEBACKERINT -- 1986 Penn State team 
FATIGUES -—- 1986 Miami team 

MONSTERD —- 1987 Miami team 

HURTQB -- 1988 West Virginia team 
GREENGANG -—- 1994 Oregon team 
ALMOSTNO.17 -- 1994 Penn State team 
TURNOVER -—- 1997 Washington State team 
SPUTVOTE —- 1997 Michigan team 

SMOKEY -—- 1997 Tennessee team 


Enter these at the CHEAT CODES menu. 
arenaleague - SO yard field 

badcall - get 1 pt when reff goes down 
bigscreen — lets you watch intro movie 
bluechip - creates perfect player 
brickwall - 100% tackles on defense 


the tools of the trade 
$$ rrdes, hints & tips 


controversey - see entire poll 
gimmedaball - always catch ball 
icbm - extra long field goals 
inthegame - All EA Sports teams 
laserbeams - All Tiburon teams 
mindreader - View CPU plays 
pixsgalore - Always intercepts 
safety - Maximum wind 

stadsgalore - All stadiums in Exhibition 
staffup - Maximum recruiting points 
timeflies - Faster daylight effects 
unstoppable - Super stats team 


When you enter the endzone with the ball 
carrier, Berets he drops the ball simultaniusly 
hold while also holding either ®, ©, 
®, © or ar] Each button is a different 
celebration. 

Codes submitted by Patrick Cox 


Enter BiG BEN as a name at the player creation 
screen. Then, select the "Quick Start" option to 
begin a new game. 


Enter TINY TOM as a name at the player 
creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter COINHEAD COREY as a name at the player 
creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter GEORGE GIRAFFE as a name at the player 
creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter MONKEY MICKEY as a name at the player 
creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter SHRIMPY SEAN as a name at the player 
creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter LAMEBOY LENNY as a name at the player 
creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter POOL TABLE as a name at the player 
creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter EGYPT SPHINX as a name at the player 


creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter CITY SCAPE as a name at the player 


creation screen. Then, select the Quick Start" 
option to begin a new game. 


Enter LUNAR FIELD as a name at the player 
creation screen. Then, select the "Quick Start" 
option to begin a new game. 


Enter AIRCRAFT CARRIER as a name at the 
player creation screen. Then, select the "Quick 
Start" option to begin a new game. 

Codes submitted by Sean Davis 


Hold and press @, ¢¢,%, @, #4, ¢ @ at 
the title screen. Then, hold and press GE 
during game play to access a cheat menu. 


Hold and press @®, ©, 4, ¢,%, €, > at 
the title screen. Then, hold IGE and press ® 
during the game play to add one hundred 
crystals to the current total at any time. 


Hold and press ©, ¥, ¢, #,%, @, 4 at the 
title screen. 
Codes submitted by Patrick Cox 


While batting up, hold N+ IGE + M+ Ea 
then press a, ®,8, ©, @, @, +. 


When pitching, hold SN + GE + M+ GES while 
holding these buttons, press #, ¥, @, ®, @, ©, 
©, @. 


While playing either field or batter, hold 
WS + e+ E+ ER and press ¢, @, #, @. 
The announcers will start describing the 
batters in greater detail. 


While playing, hold M+ GEN + ME +IGEE, then 
press ®, ©, #, 9,9, 

To operate the camera do the following: 

[GEN +Directional buttons will turn the camera. 
GSB +Directional buttons will make the camera 
move faster. Just by itself will make the 


camera zoom out and [GES will make it zoom in. 


Triangle button by itself will give a high view. 
Square button by itself will give a low view. 


While playing either field or batter, hold 

WEN + EN + 8+ GES and press +, OB, %, © 
until you hear a "thump" which confirms the 
code. If done correctly, the announcers will talk 
about something that happened in baseball 
history. 


While playing either field or batter, hold 
WEN + WER + EMER and press &, +, @, #. 
The announcers will randomly discuss the 
weather. 


While playing either field or batter, hold 

WS + CEN + M+ GER and press ¥, &9,%, ©. The 
announcers will exchange useless trivia. 

Codes submitted by Patrick Cox 


New Campaign 


Load Carmpaign 
Start CAM ll 
Start CAM Ill 


Return 


YOU MUST ENTER THIS CODE BEFORE YOU CAN 
USE ANY OF THE OTHERS. 

Hold Start on controller two and power on the 
PlayStation. Continue to hold the button until 
the main menu appears. Then at the main 
menu or while the game is paused, press EH, 
x8, GEE, OSH, Select, Start to enable cheat 
mode. Menu options for campaigns 2 and 3 will 
be unlocked, and the other codes on this page 
may now be enabled. 


While playing, press EGEB on controller two. 
While playing, press EGE on controller two. 


While playing a game, press & on controller 
two. 


While playing a game, press ® on controller 
two. This also reveals all hidden objects. 


While playing a game, press © on controller 
two. 


While playing a game, press ¥ on controller 
two. 


While playing a game, press Select on 
controller two. 


While playing a game, press # on controller 
two. 


While playing a game, press ® on controller 
two. 
Codes submitted by Patrick Cox 


SSS AS a TTI 
Send all code submissions fo: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us af: 


— == Codez | 


Welcome to the Game Shark section. Each month we'll list the > 


= newest and coolest codez right here for your cheat’n pleasure. y 
| Warning: These codes won't work without a Game Shark. For 
a» the latest codez and info, get on the internet and check 
www.gameshark.com, www.cmgsccc.com or 
www.datel.co.uk. If you findacode doesn’twork, youmay — |, 
F ‘need to upgrade your Game Shark. Check your instruction 4 
manual for details. 


4 
’ 


f, (Most of these codes are “unofficial” and may or may not work ° i 


* ‘correctly at all. Use at your own risk.) i 
ENCAA FOOTBALL 2000 (GameShark v3.1) 4 
4 Home Team Score Modifer..... 8008594E 777? * 
Infinite TOs Home Team......8008595C 0003 * 
‘No TIme Outs Home Team...... 8008595C 0000 .*} 
f. Away Team Score Modifer.....80087BC2 ???? . ij 
* Infinite TOs Away Team......80087BD0 0003 y 
No Time Outs Away Team......80087BD0 0000 . 
& Infinite Creation Pts* ..... SOO0E3EDE OOFF ‘ 
Max Stats* .......-..--++05. B00E3F26 6464 } 
Pere pte Ses Seger S00E3F28 6464 -‘| 
a eee 300E3F2A 0064 - \f 
peveces 80080D70 0001 iq 
es 0000 | 
Away Team Has Control.......80080D70 0000 ‘, 
Yaar ba beneteers s+ eeeee+++80080D74 0001 } 
» 2??? = any number, 1-9, A-F vy 
“*With these codes, just go add a point to. 
ies line and it will max them out to Y 
100. Also only use these codes for Create 
ha Player. Don't have them on when trying 
to play a game or it will lock up. 
, WHF ATTITUDE (GameShark v3.1) WW 
Infinite Attribute Points ..80069950 0000 5 
"0% in Move List.......... ..-800626FC 0000 ©. 
: Pl Infinite Energy ......... 1021 
Wee ere ee 0000 | 
ep ee og ee 1021 
See 0000 » | 
1021 | 
Orgs ae A ors soe ape eae 0000 ©. 
Bere 1021 
PEEVE 0000 |’ 
ee 1021 |! 
pea ay ees aaa 800F0708 0000 - | 
errr err re Teer eee D0038C04 1021 5) 
(a 800FO70A 0000 © + 
P4 Infinite Energy ..... 1021 x 
a 0000 /; 
Se reer 1021 | 
bene oe ete ee 0000 ° | 
“P1 No Energy ........--eee-- 1021 4] 
yf ttt eect eeeeees oooF | 4 
dee iba ue acon 1021 
Se is i ok ead cus Jig side na<. Oemeene coor 1) 
) P2 No Energy ..........+.---D0038C04 1021 


(aks WR OU b au wos aes e's soe ss VORREEDIG: OOOF 5 
So Webebe a Gui soe ds oaks uec mOOseeOs 108 * 
Sp ve eeeeee+-800EE912 OOOF » 4 
FRAN TES REE ee D0038C04 1021 ° 
pee ee OOOF || 
Opes ace ace es 1021 ¥ 
pares ee eeeseeeese+-SOOFO70A OOOF 
“\P4 No Energy ......... +++ -D0038C04 1021 4 
PE ssc cee eee e cece cece eee ee + 800F2500 OOOF > * 
Maen eed ca cknsn nea een 1042 -¥ 
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High speed full impact racing action — major collisions, damage and destruction! 


Incredible cumulative Real-Time Damage™ effects—hoods fly, tires wobble, smoke, fire. cars show hardcore damage as it happens. 
le torturous tracks designed for full metal contact. 


Insane Last Man Standing Demolition Derby Bow! matches. 


Death From Above - land on an opponent's roof and score a one hit kill. 


Demolition Racer is a trademark of Accolade Inc. ©1999 Accolade, inc. All rights reserved. Developed by Pitbull Syndicate. All other trademarks and trade names are the properties of their respective owners. PlayStation and the PlayStation logos are registered 


www.getdemos.com 


8 different vehicles to race. 
IG cars on the track in €ach race. 


2 player split-scre€n racing. 


Smash through destructible fences, doors, barrels and more... 


trademarks of Sony Computer Entertainment Inc. 


Fear Factory, Empirion, Junkie XL, and Cirrus 


Pre-order Demolition Racer from select retailers and 


all original Songs and re-mixes. 
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published by: Activision 
developed by: Luxoflux 
percent complete: ??% 
release: November 99 


bat title, dubbed “Vigilante 8”. 
Activision had good success on 
the PC side with a similar game 
called “interstate ‘76”, and now 
it made sense for them to bring 
that style of game over to the 
PlayStation, albeit with a fresh- 
er name. Vigilante 8, or V8, actu- 
ally ended up beating both 
Rogue Trip and TM3 to market 


Many, many, many, years ago (OK, so it was only 
FOUR years), a simple little game called Twisted Metal 
was released and spawned an entirely new gaming 
genre on the PlayStation — combat driving. The game 
came out quietly, without a whole lot of fanfare and 
promotion behind it, yet Twisted Metal started a rev- 
olution in the video game industry that is more popu- 
lar now than ever before. Soon after everyone stopped 
and noticed what a hit TM had become, the sequels 
and the copy-cat games started to flow. After Sony released 
their sequel, Twisted Metal 2, then things started to get a bit 
fuzzy (even if you actually cover the video game industry, it’s 
still a tad confusing). First, the developer of the TM series, Single 
Trac, found a new publisher (GT interactive) and released the 
game Rogue Trip. It seems as if Sony held the rights to the name 
“Twisted Metal”, so Single Trac couldn’t use it or any of the 
names of the vehicles that were featured in the first two TM 
games. While this was going on, Sony had split up into two fac- 
tions, SCEA and 989 Studios. Long story short; 989 was now in 
charge of the Twisted Metal series, and they developed and 
published TM3 and released it shortly after Rogue Trip hit the 
retail shelves. Meanwhile, back at the ranch, as 989 and GT 
worked on beating each other to the punch, Activision and devel- 
oper Luxoflux were quietly working on their own driving-com- 


by a few months, and ended up having the 
: press view it with a “let’s wait and see 
1 | how the others turn out” type of attitude. This approach resulted in V8 getting 
\ less than deserved scores, as hindsight shows that, compared to the other games, 

V8 offered many positives gameplay elements that the others lacked. Well, fast 
forward a year, and Activision and Luxoflux are hard at work at their own sequel; 
Vigilante 8: Second Offense (or V8-2, for short). V8-2 is scheduled for a mid- 
November release, just about the same time that 989 unveils Twisted Metal 4 (no 
word from Single Trac, though, on the status of another Rogue Trip — what with 
all the “problems” going on over at GT). 

Everything that made the original V8 such a hit — a go-anywhere 
environment where just about anything can be blown to bits, wacky 
‘70’s characters (twice as many as before), and fantastic graph- 
ics — are all packed into V8-2, along 
with many new and improved fea- 
tures. 

Second Offense is jammed with 
12 different levels that span across 
the country, including locations such 
as Wisconsin (where the action takes 
place at a nuclear power plant), Utah 
(the winter Olympics), Louisiana (a 

bayou, of course), and Pennsylvania (a 
steel mill), just to name a few. This time 
around there are 18 vehicles and characters to choose from (ten of 
which are all-new), all of which can be modified by purchasing new 
parts and weapons. Some of the new vehicles include a monster garbage 
truck and an out-of-this-world space ship. And, as an added bonus, 
your on-screen machine-of-destruction will change its appearance 
each time you upgrade it! 
There will be four different 
gameplay modes, as single 
player modes include Quest, 
Arcade, and Survival. The two 
player options are Quest, Co- 
op, and Versus. Vigilante 8: 
Second Offense should be out 
before the holiday gift 
buying season begins, so 
keep your eyes out for 
Slick Clyde andthe rest 
of the V8 gang! 
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| published by: Capcom 

| developed by: Capcom 
| percent complete: 85% 
release: November 499 
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When the original Resident Evil was released three 
years ago, | don’t think Capcom realized how successful 
the game would be. The idea of taking a horror movie- 

: ' ae ® k inspired theme and translating it into a game was nothing new, and polyg- 
fee , eee ee Oona 3D characters interacting with pre-rendered backgrounds had 
| ><. Baym been around since the first Alone in the Dark. But, somehow, Capcom 
was able to pull these things together so well, and make such a qual- 
ity and scary experience, that it just felt fresh and innovative. 
|) ae es Thus, the Survival Horror genre was born, and since then, there 
. 6. SS ae Chas been one legitimate sequel (RE2, of course), a spin-off game 
= Te Dike (the amazing Dino Crisis), and a host of knock offs and wannabes. 


a a. fe’ ae What came to many as a pleasant surprise this year, 
a "= ~=—Ss Capcom announced they were hard at work on a third Resident 
Evil installment for the PlayStation (there was some specu- 
lation that, due to the announcement of Resident Evil: Code 
Veronica on Sega’s Dreamcast, there wouldn’t be another PlayStation 
RE) titled Resident Evil 3: Nemesis. While not exactly a sequel in 
the truest sense (we'll get to that in just a moment), this third 
Resident Evil pushes the series’ graphic engine and game mechan- 
ics to new heights. 


Like George Lucas and his Star Wars trilogies, the timeline and stories 
of Resident Evil do not play out from beginning to end. While parts one 
and two were in successive order, number three picks up where the orig- 
inal left off, but only hours before the events from RE2 — following me so 
far? As the game starts, you are in control of Jill Valentine, disgruntled and 
newly-retired S.T.A.R.S. team member and “master of unlocking”. After the 
events of Resident Evil one, Jill and the remaining S.T.A.R.S. members 
had tried in vain to convince the powers that be of Umbrella Corporation’s 
vile and evil experiments. Falling on deaf ears, Jill leaves the force in 
disgust while Chris Redfield (the other main character from the orig- 
inal RE) heads to Europe to follow up on a lead. As she’s on her way 
out of Raccoon City to join up with Chris, all hell breaks loose. it seems 
legions of walking dead have invaded the city in order to feast on its remain- R/ id 
ing population. Now trapped in a town crawling with flesh-eating zombies, 4 . | 
she’s going to have to rely on brute force, cunning, and an unexpected ally $f? 
to find a way to escape alive. wean 

While the setting might be more than familiar (the game still takes 
place in the streets and buildings of Raccoon City, as well as a quick trip 
through the RC Police Department) the graphic detail has been cranked up 
: d notch or two. The environments in the game, while still pre-rendered back- 

=n.  dops (versus Dino Crisis’ 3D engine), are brimming with graphic touches and 
el artistic details. in addition, the development team have implemented a host 
of new and exciting features that can only add to the overall experience. For 
starters, there are many new and more aggressive kinds of zombies to encounter. 
With the first two games in the series, it was possible to run through the rooms 
dnd dreas, avoiding the creatures and saving your ammo. in this game, the zom- 
bies will not only lunge at you, but they will follow you. in one instance, they came 
after me as | descended a staircase into a basement — not a good place to 
be trapped. And not only are they smarter, they are faster too. Each zombie 
has varying speed and aggressiveness, making the game unnerving and unpre- 


dictable. But, the star of the game is not the undead, it’s the Nemesis, 
as the title implies. This repulsive, mysterious, bazooka-wielding beast 
has taken it upon itself to track down and eviscerate all and any 
S.T.A.R.S. team members, and you’re at the top of his list. You will find, 
as you play through the game, he is constantly stalking you — unex- 
pectedly breaking through windows, chasing you through hallways 
and killing any of your teammates he encounters. 


Some of the other features in the game include more random 
events and an upgraded “zapping” system — similar to Dino Crisis, 
you will be asked to make choices throughout the game, and the sto- 
ryline, events and endings are all determined on the choices you make 
— and new control options, such as a dive/tackle move 
to temporarily stun zombies, and a 180 degree quick turn, 
allowing you to quickly get out of sticky situations. You 
can expect to see some familiar faces, as well as sub-plots 
that help explain and tie in the RE universe — characters 
such as the yellow-bellied Brad Vickers make guest appearances — and the 
introduction of a new controllable character, Carlos Oliviera, a former Umbrella 
soldier who becomes playable at the halfway point. As Carlos, it will be up to 
you to find a cure to help Jill, who becomes infected with the T-Virus. 


That's about all the information we can divulge at this point. Currently, 
Resident Evil 3: Nemesis is on track for a mid-to-late November release, 
and we should have more info on this amazing sequel in the next few issues. 
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COMPLIMENTS OF THE STAR OCEAN GAME DEVELOPERS 


YOU’RE GOING TO BE AWHILE. 


oo bad there's no “indefinite date’ box to check 

on those post office forms. Since you have no 
idea when youll be returning. Everything you do in this 
game will have an impact on the way the journey ends. 
If it ever does. 

You start on a quest that begins at the edge of the 
universe. And ends — well, that's entirely up to you. Every 
single person you 
meet, every step 
and every decision 
you make will ulti- 
mately shape your 
destiny. And the 
fate of a planet. 

In short, the 
maniacal gods 
are poised to kill 
every single living 
creature with a 
great meteorite 
that is quickly and 
furiously hurtling 
straight for your 
planet. Ferocious 
monsters threaten 
at every turn. Evil magic lurks in the shadows. And to raise 
the stakes, questions of identity hang in the balance. 

So you must battle against the evil and hideous 
monsters in real-time, polygonal combat. You can 
customize complicated combination moves and set 
up decoys to take the fall. But no matter what, theres 
still no end in sight. 

Because who you choose to talk to and share 
information with will greatly affect you. Characters can 
think and feel for themselves. Some will join you on 
your quest, others will betray you. And to add to the 
challenge, you have the option of playing two different 


characters, both unique in personality and both having 


© 1999 tri-Ace Inc./LINKS/ Minato Koio/ENIX. All Rights Reserved. STAR OCEAN The Second Story is a trademark and ENIX is a registered trademark of Enix Corporation. 
PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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an impact on the course of the game. 

Even your emotions determine the fate of your 
journey. You may choose to be romantically linked with 
another character, or you may choose to remain friends. 
But no matter what, it will affect your path. And more 
seriously, if a friend dies in battle, youll feel incredible 


rage that will cause you to fight with even more furious 


combat moves. 
And there is 


ORY no easy way out. 
Fm 
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Tools and skills do 


not just appear 
along the way. You 
must create many 
items from raw 
materials. And to 
do that you will 
then find yourself 
mastering difficult 
skills like alchemy, 
metalwork, song- 
writing, and even 
cooking. 

You will find 
yourself braving 
the countless routes while traveling through this game. 
And there are over 80 endings. The deeper you delve, 
the more you Il discover that nothing — no detail, no clue, 
no conversation, no skill — can be taken for granted. And 
that anything is possible. Including the fact that you might 


not ever make it back. 


DISCOVER WHAT’S OUT THERE. 
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published by: Square EA 
developed by: Squaresoft 
percent complete: 20% 
release: 2000 


met 


ecently, Square’s been throwing some surprise body shots at the gaming public, releasing fight- 
ing games (Ergheiz), racing games (Chocobo Racing) and other genres, but each still surprisingly 
maintains the core elements of a role-playing game. They’ve even begun introducing action 
game elements into their traditionally staid RPGs, as we saw last year in Parasite Eve. Action makes 
a return in a big way in Vagrant Story, one of Square’s so-freshly-announced-it-still-hurts 
games that will be arriving next year. 


The game’s main character is one Ashley Riot, a member of a secret police/special ops group 
called Riskbreaker. Ashley has been summoned to Duke Bardorba’s mansion by the Valendia Knights 
of Peace, who have reported a break-in and hostage situation within the Duke’s manor. inside, a 
religious nutcase named Sydney Lostalot is killing people and causing a big scene and has 
somehow managed to make it look like it was all Ashley’s doing. 


Confused yet? if the goofy names don’t throw you, the storyline, which twists and 
turns like a five year old on a sugar high, just might. What is important for you to 
know, however, is that this game falls somewhere between Parasite Eve, Metal Gear 
Solid and Resident Evil in play, if that makes any sense (when we met with the 
producer's in Japan, they named all three of these titles as big influences on their 
new game). imagine yourself as a medieval Solid Snake, armed with magic and pare 
low-tech weapons, barging into a spooky castle filled with uncongenial f 
monsters, There is an element of creeping about like a skulking monkey, 
but there’s a whole lot more hacking, slashing and blasting than was 


encouraged in Mr. Snake’s game. dy %) 
Combat comes asa combination real-time and turn-based x | 
affair, much like the ground-breaking format established by =~ 
Parasite Eve. Running close to a creature andhittingtheattack § . \ M 
button pauses the game momentarily. What can onlybe =» ({ >) re 


described as an “action bubble” then surrounds any crea- ef 
tures within range, allowing you to decide how you’ re going JN ¢ : 

to go about attacking them. The bigger your weapon, or the \ 
greater the range it has, will determine the size of the “action _. S y® / 


bubble.” pet ht 
i Fy &, 


¢ 


You can choose to attack any of your opponent's limbs, with) 
the damage you do being reflected on the point you’ve struck. For at \ 
instance, slapping a monster’s hand with your sword might knock Wi \ 
its weapon away, which means less damage'fo you. ere aftec.c leg } ee 
might make the monster all gimpy, letting you literally run circles —— «© 
around the creature. And if you’re feally lucky, a successful blow to the <-} ‘ 
neck will hopefully pop a monster’s head like the proverbial pimple. . 


VS has the type of look that takes the breath away of even the most jaded and finicky of PlayStation gamers, The first time we saw 
Vagrant Story in motion, the room became very quiet and everyone jockeyed for a better view of the screen. One can only imagine what 
Square will be capable of on the PlayStation 2. 
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After three months of waiting (ever since we first saw the game at E3 in 
May), we FINALLY were able to get our hands on a playable version of Dreamworks’ 
“Medal of Honor.” To make sure i get you all of the current information, i’m going to 

, __ tell you what EA and Dreamworks told us, then wrap it up by telling you what I’ve 
, seen and played in this early Alpha version of the game. 


As most of you know, Medal of Honor is the first World War li-themed 
_;, game to appear on the PlayStation. The game begins on June 5, 1944, the 
(~ night before the massive allied aerial attack on the heart of Germany, his- 
'.  torically known as “D-Day.” Assuming the role of a young C-47 pilot shot 
==! down during the operation, you are recruited into the Office of Strategic 
Services (OSS) — the United States’ wartime spy and covert operations 
agency that aided the allied forces in its efforts to stop the German 
takeover of western Europe. You become a field agent for the OSS, participating 
in 10 different covert operations, rescue assignments and commando raids. Each 
mission is purported to draw inspiration from pivotal historical events that unfold- 
ed in the war — including sorties involving the development, capture and destruc- 
tion of secret war-making technologies. 


The game itself presents the player with 30 levels (3 levels per mission) in a first-per- 
son, real-time 3D environment. Additionally, there are “Special Assignment” bonus missions that 
can be accessed by reaching performance goals in the game. There are 15 different, authen- 
tic WWil weapons that become available in the game, including a Thompson Sub-Machine Gun, 
Springfield Sniper Rifle and the OSS Assassination Crossbow. in addition, the game offers 
20 different German enemies, including SS officers, Wermacht Light infantry and the 
dreaded Elite Heavy Shock Troops (funny... | don’t remember these guys ever appearing in 
_ “Hogan’s Heroes”). On the more-than-cool side of things, Dreamworks has gone back to the 
“ original Castle Wolfenstein and, more recently, Mission impossible to bring back the abili- 
ty to take a uniform off an enemy and walk around unnoticed. Of course, youbetter 4 
make sure you ACT like a German while wearing it! There are also a couple of variations 
of a two-player game that are scheduled to make the final product. And, lastly, the music 


has been provided by award-winning (don’t ask me which award) composer Michael 
Giacchino. 


What we’ve played is a VERY early version of what looks to be the most 
immersive, detailed and authentic first-person action game to appear on the 
PlayStation. | can’t tell you how refreshing it is to play a game where you 
are dealing with a real, historically detested enemy, versus the aliens that 
| usually find myself up against. The engine is graphically detailed and 
maintains a brisk 30 frames per second as its running speed. There is 
_ danger around every corner (as well as a number of enemies) and 
'» the level of tension, further dramatized by the excellent soundtrack 
and background sound effects, is always high. The game gives 
you the ability to jump, peek out around corners, strafe, duck 
and crawl, climb up and down ladders and, in general, make 
use of the traditional cadre of first-person moves. There 
is quite a bit of interaction with the environments, as well. 

', An example of this can be found in the first couple of 
j levels, where you can take a guy out that is manning a 
machine gun, then charge the gun, take the controls and 
use it to obliterate the remaining enemies in the immediate 
ars ek. 1 area. Of course, the feature that really caught my eye was 
teal \ os _ the animation in the enemy soldiers. You can take a shot at 
a Le their helmets, knock the helmet off (exposing their heads in 
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published by: EA 
developed by: Dreamworks 
percent complete: 402 
release: October 15 
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the process), then follow it up with the melon-buster. if you shoot one in the leg, he’ll hop around 

in agony until you finish him off. Enemies that are carrying automatic weapons will let go of a 

quick burst after you’ve shot them. Enemies that reside on balconies will fall over the rail- 

ings and end up on the ground in a crumpled heap. Then, there’s the groin shot... that’s 
GOT to hurt! 


Medal of Honor seems to be on the fast-track toward video game legend status. The 

only thing i was surprised by in this first-playable was the complete lack of blood. For a 
game that was obviously inspired by Spielberg’s “Saving Private Ryan” and that makes 
a point of presenting us with such life-like wounding and death animations, it seems ridicu- 
lous to think that spilling some corpuscles is going to shock anybody... if you’re going 

to go for realism, then go all the way. Hopefully, this changes before the 


~~ — product is released. EA and Dreamworks are planning on a November 

Sn > release. While we are a little skeptical that they can finish in 

: # ~ ge time, we know that, whenever the game does hit retail shelves, 
ae ae it is going to be something special. 
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Kart-style games have remained popu- 
lar since the days of the original Super 
Mario Kart, and the PlayStation has def- 
initely received more than its fair share 
of them in the past three years. Not want- 
ing to miss out on the action, Acclaim has 
taken the license-friendly South Park and 
created South Park Rally. in this multi- 
player racing game, all of your favorite 
SP characters can be found screeching 
around their sleepy Colorado town in 
dozens of “sweet” vehicles. in the game, 
it’s an all-out dash for the finish line on 
a variety of courses straight out of the 
popular cartoon series. These tracks 
include South Park Forest, Big Gay Al’s 
Big Gay Animal Sanctuary, downtown 


° 
» CHEF'S LUV SHACK. 
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With the success of trivia game’s BR narenenne 

such as Berkeley System’s You Don’t : seven eogict’s Bit 
Know Jack and Sierra’s Austin 

Powers Operation: Trivia for the PC, 

it was only a matter of time before 

these types of “party sames” made 

their appearance on the PlayStation. ™ ss 
it looks like Acclaim is set to fire the first salvo with South 
Park: Chef’s Luv Shack, which is scheduled to hit retail 
sometime this winter. in the game, your South Park triv- 
ia skills will be put to the test via a game show-like atmos- 
phere hosted by everybody’s favorite elementary school 


cook and sweet-talkin’ love machine, Chef! South Park: 
Chef’s Luv Shack promises to provide gamers with dozens 
of fun mini-games, such as Spank the Monkey with Mr. 
Mackey, Asses in Space with Terrance and Philip, Huntin’ 
and Killin’ with Jimbo and Ned, and many more. 
in the game, you get to choose from Cartman, 
Stan, Kyle or Kenny and challenge up to four 
of your friends and neighbors. Featuring hun- 
dreds of hilarious soundbytes created specifi- 


South Park and more, and the vehicles 
range from Cartman’s police tricycle to 
Chef’s station wagon. Of course, there 
are plenty of weapons and gadgets to be 
had, including Mexican 
Staring Frogs, rats, choco- 
late salty balls and pro- 
jectile vomit. Look for aff 


published by: Acclain 

developed by: Acclaim 

percent complete: 50% 
| release: Later 


o ae Park sae cally for the game by isaac Hayes (Chef), as well 

phe plies aie as Matt Stone and Trey Parker, Chef’s Luv Shack 

™ h octal secret chase mi could be the ultimate multi-player party expe- 
that can be uncovered by rience on the PlayStation this holiday season. 


beating the game’s var- 
ious modes and chal- 
lenges. Currently, 
South Park Rally is 
—. | On track for a 
| November 
release. 
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Acctaim, in conjunction with Comedy 
Central, has not one, not two, but three 
South Park games in the works for the 

PlayStation this holiday season. The first, aptly 
titled “South Park”, is a port of their N64/PC first- 
person shooter which came out last year at this time. in 
the game, players can choose to play as Kyle, Stan, Cartman 
or Kenny in an adventure-based single player mode, or from 
more than twenty South Park characters (including Chef, Mr. 
Mackey, Mephisto, Officer Bar Brady, Big Gay Al, the Visitors 
and Mr. Garrison) in a two-player, split-screen multiplayer 
| _ ™ | «|, mode (which has been downgraded from four players found in Ses on 
Se / the N64 version). it’s up to the kids to save the town of South — 
ee —— | Park from the effects of a strange meteor by using a slew of | 

~| gadgets, including a Cow Launcher, Sniper Chicken, “Yellow” —__. = oe 
Snowballs, Terrace and Philip Fart Dolls and, of course, Toe WAREHOUSE — 
Mr.Hankey, the Christmas Poo. Along the way, expect to run ———— 
into most of South Park’s classic characters, all of which have | | 
custom voice samples recorded specifically for the game by 
the cartoon’s creators. At this point, the game is visually on 
| par with its N64 cousin and should ship to retail by the end 
__ of September. 
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_ Comic books and video games have a lot in common. 
Both feature larger-than-life characters, intense action 
sequences, and exotic or imaginary locales. Both are limited 
only by the imagination of their creators, and both seem to 
appeal to the same demographics — primarily young males. 

Yet, for some Leesa very few comic book characters have 

as a successfully made the leap into 

im ss 44 ideo games. When they do, the 
| 4 = video games have turned out to 
ieim be generic side-scrolling fighting 
= ~=—s games or glitchy attempts at 3D 
exploration/fighting games. : 


This hasn’t stopped companies — ” 
from continuing to try and get it right. 
On the heels of Turok: Dinosaur Hunter 
comes another video game starring 
an Acclaim Comics character — 
Shadow Man. This guy ain’t no long- 
john wearing superhero, however. 

2 Far from it! After awakening from 

_— a coma, college student Mike LeRoi 

suddenly finds himself turned into 

 - a trained assassin. A voodoo 

es! a priestess has planted a spiritual 

oN mask in his chest, giving him the 

: ‘a ability to use black magic in order to 

‘‘. battle undead serial killers being 

controlled by an otherworldly being known 

ie pes as Legion. in his battles, Shadow Man meets 

Be Ba. eR cna = many unsavory characters such as Jack 

Boniface, a hit man who also used to be a 

“. Shadow Man, and Jaunty, a snake with 

i a skull for a head who speaks with an 

——_ accent. i. 


4, 


, ne . _As far as comic books go, 

ee .. Shadow Man is definitely meant for 

Stee . mature readers. Not only is the 

; comic laced with profanity, 

but there are many violent 
- @nd gruesome deaths. How — 
a ~ exactly will this translate to a 
3. video game? Think of it as Turok 
meets Tomb Raider — a dark, voodoo- 
themed exploration game with a twisted 
| S storyline. 


“4 ~ One of the men behind the game, Guy Miller, angen 
i ; worked on Tomb Raider when he was with Core, so you can- 
(2 bet he will bring this experience to Shadow Man. Acclaim 
promises a 3D shooter/adventure game complete with puzzle 
solving and lots of firepower. The story promises to be non- 
“linear, and the environments are said to be quite immense, ds 
‘Shadow Man walks between two worlds — Liveside and Deadside. 
a m The game, while already available for the N64 and PC, should 
.- be heading to the PlayStation sometime in September. We 
should have a complete review in next month’s issue. 
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The original Grand Theft Auto was 

released around a swirl of controversy 

and conflict when it came out the year 

before last. Not only did the game 

bounce from one developer to the next 

(developed by DMA Designs, it was orig- 
é inally going to be published by BMG — they 
went bankrupt and it was then picked up by ASC Games, who then, 
for reasons unknown, lost the title to Take 2 interactive), it also 
happened to involve the player in all sorts of fictional crime. in the 
game, you were a gunman/driver for hire who had to work his 
way up through the ranks of the mafia by carjacking, running drugs, 
performing hits and enforcing all sorts of unlawful and illegal acts. 
While GTA’s 2D graphics were an eyesore compared to some of the 
other 3D driving games around, the unique gameplay and violent 
content made it a winner with retail and press alike. After releas- 
ing the first-ever expansion game for the PlayStation this year with 
GTA London: 1969 (which was developed in-house at Rockstar), 

DMA is back with their official sequel, aptly titled GTA 2. 


In GTA 2, instead of taking on the role of an unknown, aspir- 
ing criminal, you play as Claude Speed, an ambitious “facilita- 
tor” on a mission for cash, credibility and respect. As Speed, you 
will be required to play the various gangs of a sprawling metrop- 
olis against each other in turf wars, as you continually cross and 
double-cross those who have hired you. The game features open, 
non-linear game play — leaving you free to carve your own way 
to the top — and more advanced graphic and Ai engines — offer- 
ing a living, teeming metropolis of city streets, community 
parks, building tops, back yards and dark alleys filled with 
da variety of vehicles and pedestrians. Some of the other 
features the game will offer include over 30 types of vehi- 
cles to carjack and drive — each with their own unique 
and dynamic handling; an all new graphic engine — dis- 
playing higher resolutions, cleaner environments, vibrant 
light sourcing and explosive pyrotechnics; an original music 
soundtrack — including tracks from Moving Shadow Records, 
Flytronix and Taxi Driver; and plenty of gratuitous of violence. 
GTA 2 is set to ship on October 22. 
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bet- 
to be outdone by EA’s : 
Street Sk8r (which is pret- yep ae 
ty easy) and Activision’s Tony and Destroy will fea- 


Hawk’s Pro Skater (definitelyalot 4 
harder), Rockstar has their skate- 
boarding entry just about ready to go: 
Thrasher’s Skate and Destroy. With the con- 
tribution and license of Thrasher 
Skateboarding Magazine — the oldest, most 
widely read and respected skateboarding mag- 


ture different skating 
styles for each of the six 
skaters — tech skaters, mas- 
ters of tricks, burlers, etc., as 
well as different outfits; five multi- 
player games and tournament 
modes — players can take turns com- 


Rips Poa pomebee: adiaeae, peting for the top spots, either com- 
© ESSENCE popular youth culture sport, peting for sponsorships and Thrasher 
especially streetstyle, by leaving it up to the play- covers or skating cooperatively for the 
er/skater’s creativity to use the natural urban ter- good of the crew; motion capturing by 


rain to the utmost while skating. in the game, you 
get to choose from six different characters who 

get the opportunity to use a variety of interactive 
street environments (including New York, San 
Francisco London, Australia and France) as their 
own skate park. The game will concentrate on 
executing real tricks and unique, multi-linking 
combos, which include ollies, grinds, kick- 
flips, board grabs and 180’s while fea- 

turing a progressive character 
customization system that allows the 

player to move up in the ranks and 

sponsorships as he becomes a 


Thrasher pro skaters — Cairo Foster 
and Colt Cannon; a killer soundtrack 
featuring authentic skate music from 
the likes of King of Rock, Sugar Hill 

Gang and Grandmaster Flash, and 

real-life skating clothes, decks and 
accessories from Santa Cruz, 

Think, Zoo York, Stereo, Real, 
Alien Workshop, Anti-Hero 
and more. Thrasher’s Skate 

and Destroy will hit 

retail on Nov. 15. 
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What exactly is Championship Motocross? 
How does it differ from traditional motorcycle 
racing games? 


THQ: Motocross is dirtbike racing on a dirt track 
designed with a series of tight turns and jumps to 
challenge both the bike and its rider. The mix- 
ture of high speeds on a tenuous dirt surface and 
big air makes for an excellent sport to recreate 
das d video game. 


Motocross racing isn’t exactly a “big” sport 
in America. What makes you think American gamers 
will appreciate the title? 


THQ: Motocross, while not enjoying the exposure 
of the big four sports, is a huge participation sport 
in America. The professional aspect is enjoying 
tremendous growth ds well. For instance, sever- 
al events this year were televised on ABC, enjoy- 
ing Nielsen ratings of close to a 4.0. Every 
professional event is televised on ESPN or ESPN 2. 
Motocross enthusiasts spend billions of dollars 
every year on motorcycles, equipment, apparel 
dnd accessories. 


Because the game consists primarily of dirt 
tracks, the bikes tend to slide around a lot. Do you 
plan on implementing a training mode of some sort 
to prevent beginning players from becoming frus- 
trated with the game? 


THQ: There is a training mode in the game called 
Practice. This mode gives the user the ability to 
choose the bike that they want, any track that is 
currently unlocked. There is no time/lap limit in 
this mode. 


The game’s physics engine seems to be very 
accurate. Are you concerned that the game may 
become more of a sim and possibly “too realis- 
tic” to be fun? What kinds of arcade features are 
you including to ensure that the game stays acces- 
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sible to all players? 


THQ: No. we have tuned to the point where every- 
one can play. The game’s strength is its excellent 
balance of dim and arcade. 


Is the game purely a racer, with the player 
focusing on getting the best time, or will there 
be stunts involved? For example, will players be 
competing for things like the longest jump? 


THQ: You are able to set records on the Highest 
Jump, and Longest. Stunts are in the game for pure 
enjoyment, and to taunt your friends when you are 
beating them. 


Are the racetracks in the game fictional or 
are they modeled after real motocross tracks? 


THQ: Fictional. 


Does weather have an impact on gameplay? 
Do all the races occur on sunny days, or will play- 
ers have to face obstacles such as rain and fog? 


THQ: CMX features true weather patterns (Light 
Rain, Heavy Rain, Overcast, Arid, and Night) that 
can effect gameplay drastically. For instance, if it 
is raining heavily on a muddy track, it is important 
to have the right tires on your bike. Otherwise, 
you'll have noticeable difficulty with control and 
acceleration. 


Did you run across any particularly diffi- 
cult obstacles while designing the game? What was 
the most challenging aspect of recreating a true 
motocross race? 


THQ: Tuning the game so that everyone can play. 
In racing games today it is very hard to make a 
game that anyone in the family can pick up. We 
made sure that this is a game that can be picked 
up and played while having great depth for the 
more advanced player. 


How much of a difference does using the Dual 
Shock controller make? Does analog control make 
the bikes more responsive? 


THQ: The dual shock controller gives the user a 
completely different feel. They are able to feel the 
Suspension working on the bike and they are offered 
a finer response. 


Will Championship Motocross support the 
NeGcon? 


THQ: No...The NeGcon is no longer manufactured 


and is very hard to obtain. 


The in-game garage allows you to adjust 
settings for your bike before each race. How 
important is it that players tweak these settings? 


THQ: Utilizing the garage facility to tweak your 
bike to the conditions of the track is essential to 
success in CMX. 


Are players limited to the initial options 
in the garage, or will additional upgrades become 
available later on in the game? 


THQ: The initial options are it. They are the most 
important, and we wanted to keep it fairly sim- 


ple. 


How many different bikes are available 
throughout the game? Are there any hidden bikes? 


What about 
the racetracks? Any hid- 
den tracks? 


THQ: There are currently three different class- 
es (125cc, 250cc, 500cc) and three different bikes 
per class. There are NO hiding bikes. There are 
12 racetracks — the player is given four at the 
start and must win championship seasons to 
unlock the rest. Each track has three different 
weather conditions and a mirrored mode. 


Some of our readers aren’t completely 
familiar with the motocross sport. Can you tell 
us a little about Ricky Carmichael? Who is he? 
What has he done on the motocross raceways? 


THQ: At only 19 years of age, Ricky Carmichael’s 
track record is already the envy of all his peers. 
Entering only his third professional season, RC 
has already begun rewriting record books of 
motocross. With two 125cc National Championships 
and an Eastern Region 125cc Supercross title to 
his name, his penchant for victory is unparal- 
leled, and most insiders look to him as no less 
than the heir apparent to the motocross throne. 
He’s been a member of Team Kawasaki since turn- 
ing pro and made his debut in 1996 at the final 
125cc National, where he finished well enough to 
earn the AMA “Rookie of the Year” Award. He’s 
also an avid video gamer and enjoys wakeboarding 
and riding in the Florida heat on his personal 
practice track. in addition to Kawasaki, 
Carmichael’s sponsors include Fox Racing, Oakley, 
Alpinestars, Bell Helmets and, of course, THQ. 


What role has Ricky played in the devel- 
opment of the game? 


THQ: Ricky got involved in the game somewhere 
between Alpha and Beta. His input effected the 
artwork, physics tuning, Al tuning and controls. 


An avid gamer himself, RC is now a huge fan of 
his own product. 


Have any members of the development team 
given a real-life motocross bike a spin? Any good 
stories you can share? 


THQ: Several of the Funcom team are experi- 
enced motocross riders. A THQ employee direct- 
ly involved with the project recently took an 

inaugural spin on a KX 125cc motorcycle at the 

Loretta Lynn Amateur Nationals in Tennessee. 
While he thinks he fared pretty well, onlook- 
ers agree that he made an ass of 
himself. [This employee will remain 
nameless and faceless.] 


Will there 


be any background music during the races? 
THQ: Yes. The soundtrack rocks. 


Any licensed tracks or will all the music 
be created inhouse? 


THQ: There are licensed bands in the game. 
Godsmack, Grinspoon, Vanilla ice, Guttermouth, 
Aversion, Puya, 2 Skinni J's. 


What is the expected release date? 


THQ: The game should ship during the last week 
of August. 


How did the idea of a Wu-Tang Clan-centered 
game come about? 


Adam: At the 1998 E3 in Atlanta, Oli “Power” Grant, the Executive 
Producer of the Wu-Tang Clan, approached Mitch Lasky, the Senior 
VP of Activision Studios, and introduced himself. Mitch was already 

up to speed on the Wu-Tang Clan and realized that Power’s idea 
i: a to be in the game business made a lot of sense since the Wu- 
i. Tang's Kung Fu style universe is well-suited for the video game 
environment. Now we’re putting the finishing touches on a 
dynamic product that features some of the most influen- 
tial personalities in popular culture. 


Why the Wu-Tang Cian and not some other rap group? 
What made you chose them as the 
focus of the game? 


Adam: The Wu-Tang universe that 
the artists have created is perfect 
for the video game medium. By 
metaphorically adapting elements 
and sensibilities from 1970s 

Kung Fu movies (e.g. Shaolin 
vs. Wu-Tang and Master 
Killer), the Wu-Tang Clan 
has combined these 
elements with each of 
their own unique 
metaphorical “styles” and “strengths. 


~= 


Can you tell us a little about the Wu- 

el, Tang Clan? Why the focus on Chinese Shaolin fight- 

7 \ ing? Was this the Clan’s idea or a result of the 
\ | game design? 


Adam: Wu-Tang’s fundamental sensibil- 
ities are based on a metaphorical 
adaptation of the Shaolin Legend; the 
same legend (and fighting style) 
exploited in the Kung Fu movies that 
have strongly influenced Wu-Tang. 
Was the game designed 
around the members of the 
Wu-Tang Clan, or did the game 
design come first with the Clan 
becoming involved later? 


Adam: The game was 
designed around the Wu- 
Tang. We started by 
adapting Wu-Tang’s 
metaphorical adap- 


pas 


a se 


tation of the Shaolin 
Legend and developing the char- 
acters into the superhero-type personas 

that they have developed for themselves so that 

all of the intellectual and visual elements could be accurately por- 
trayed in the video game medium. 


How much involvement have the Clan members had with the 
game? Were the images simply licensed or did the Clan members con- 
sult on what moves their characters could perform, what weapons 
they carried, etc.? 


Adam: With the involvement of each artist (including voice sampling) 
we developed larger-than-life characters that directly reflect each 

) artist's well-defined persona. The in-game charac- 
ters are direct visual and stylistic representations 
of each artist’s superhero-like personality. 


he Tell us a bit about the backstory of the game. 
©) Why is the Wu-Tang Clan here? What are they fight- 
| ing for? Who are they fighting against? 


Murali: The story begins with the Wu-Tang Clan kick- 
ing it in Staten Island and learning the ways of the 
Wu-Tang from their master, Xin. Through the intro 
movie, the player learns that Xin has been kidnapped 
" and taken to China by his arch nemesis, Mong Zhu. 
Upon learning of this, the Wu-Tang sets out in search 
of their master. Their trek takes them through several arenas in Staten 
Island, then to Chinatown and, finally, Mong Zhu’s hideout in China. 
Along the way, they meet many of Mong Zhu’s henchmen and must 
defeat them before finally taking on Mong Zhu himself. if they defeat 
Mong Zhu, then the Wu-Tang Clan will be able to win back the secrets 
of the Wu-Tang and rescue Xin. 


How many different fighting styles are represented in the game? 
Does each character have their own unique style? 


Adam: We’ve got all nine members of the clan each with his own method 
of fighting. For example, Mastah Killah employs more of a stealth 
method, while ODB has a “drunken” fighting style... you get the idea. 


Why is the fighting limited to the ground? Why can’t the char- 
acters jump? 


Adam: The great thing about Wu-Tang: Shaolin Style (WTSS) is that it 
is a four-player, true 3-D fighting game. There hasn’t been a fighting 
game like this on the PlayStation and we feel that it is something 
that is long overdue. it’s great to be able to take on more than one 
enemy ind “brawl”-like situation — this affords us the ability to 
provide to the player fast, frenetic action. One of the technical prob- 
lems with a true 3-D fighting game, however, is that jumping is unbe- 
lievably difficult to implement correctly. As a result, we have had to 


live with this negative side effect, but we feel the trade off is well worth 
it. There are some attacks that can be performed with each charac- 
ter that involve jumping, but there is no stand-alone jump button. 


Wu-Tang: Shaolin Style looks a lot like Paradox’s 
infamous Thrill Kill. Was the Thrill Kill engine used —., 
for Shaolin Style? If so, what changes have been 
made? 


Murali: It is based on the Thrill Kill engine. However, 
it is a greatly modified version of the engine with 
quite a few upgrades. For starters, we are employ- 
ing full character model skinning, more robust are- 
nas, etc. On the gameplay side, we incorporated 
an all-new story element of the game that is very 
deep and unique to the fighting genre. Lastly, the 
gameplay is faster, has more moves, better spe- 
cial effects, more sounds, etc. 


~\ 


The fighting arenas seem a little small, especially for four 
players. Is there any reason why the arenas weren't made larger? 


Adam: The arenas vary in size and shape making some advantageous 
or disadvantageous for some players — depending on the strategy 
they employ. Also, some of the characters’ fighting styles lend them- 
selves better to larger or smaller spaces or square vs. round arenas. 


How does a four-player fighting game compare to a standard 
two-player game? How does the dynamic of the game change? 


Adam: The gameplay takes place in a true 3D space. _ 
This is truly unique because other fighting games 
out there employ a 3D look, but they actually keep 
the action on a 2D plane. A truely 3D fighting game 
introduces new elements of strategy since the play- 
er can move in and out of the Z axis. It’s actual- 
ly possible to sidestep an attack and maintain a 
short distance from your opponent. By doing this, 
the player can quickly counter attack in addition 
to moving away from the attacker. This is the only 
option in a two-player fighting game. You must also 
watch your back since another player can attack 
you while you're focused on another player. 
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Murali: Because fighting in one plane is unbelievably difficult to imple- 
ment with four players, the game has to be in a true 3D space. Secondly, 
it’s much faster paced — even if one player is resting, the other two 
can hit you. Third, and possibly the coolest feature, is that you can 
team with a buddy and take on two of your other buddies. The great 
thing about Wu-Tang Shaolin Style is that you don’t need a link cable 
or even four people to play in the four-player mode. You can play 
against three Al characters or you and a buddy can take on two Al 
characters. If you want four people to play Wu-Tang Shaolin Style, then 
just pop in Sony’s Multi-Tap and you can get some old fashioned smack 
talking going. And even if you prefer the traditional 

one-on-one match, you can play that way ds well! ~ 


Can you describe the single player game for 
us? Is it just a fighting game, or is there a single 
player quest mode? 


Murali: The single player in Wu-Tang Shaolin Style 
is actually more of a story, and it’s something that’s 
a bit deeper than in most fighters. As | mentioned 
earlier, the Wu-Tang Clan’s master is kidnapped 
and it’s up to the player to find and bring him back. 
The player can assume the role of one of the Wu- 
Tang members in his search for Xin. The game is divided into three 
hubs or sections — Staten Island, New York’s Chinatown and China. 
Each hub has three to four arenas and each of the arenas must be 
completed before moving on to the next hub. Each hub also has some 
bonus areas. Upon completing Staten Island, the player then goes to 
New York’s Chinatown and after completing all of the arenas there, 
goes to the final hub, China. The player can win the game by just going 
through all of the arenas and defeating all of the enemies. However, 
if the player wants to see and experience everything that we have in 
the game, he’ll need to acquire all 36 chambers of the Wu-Tang. 
Chambers represent skills that are perfected throughout the game. 
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To get a Chamber, a player must complete a cer- 
tain task. For example, if a player completes a three 
hit combo move, he'll get a Chamber. If he completes 
a certain arena, he'll get another one. As he’s acquir- 
ing these Chambers, the player will be 
able to unlock certain cool items along 
| the way. If you acquire a certain Chamber, 
you may get access to d new move or see 
another fatality. if a player completes 
all 36 tasks, he’ll get to unlock a super 
Mm) secret arena. The Chamber system 
~| adds a lot to the depth and replaya- 
bility that is hard to find in other fight- 
ing games. 


The game is scheduled to have 
three new, exclusive Wu-Tang Clan tracks 
on the soundtrack. What will fill the remainder of the sound- 
track? Will you use other Clan tracks or something else? 


Adam: We are currently exploring several options, but until plans 
are finalized, | won't be able to comment on it. 


After working on the game, has the development team 
gained a new appreciation for rap music or have you got- 
ten your fill? 


Murali: Believe it or not, I've been into rap music for some time 

and became a Wu-Tang fan when they were featured in an SWV 

/ song in the early 90s. Since they have so many 

sues Styles | think | have a long way to go before 

ea) | get my fill. 

The character selection screen 

currently has a lot of question marks 
in place of characters. Will these 
be hidden characters in the 
final version of the game? 
Will you be able to play 
the game as some- 

’ one other than a 
Clan member? 


Murali: In the beginning, the play- 
er has the ability to play as one 
of the nine Wu-Tang members. 
During his quest, he'll battle 
against Mong Zhu’s minions, Wu- 
Tang alter egos and some bosses. 
As the player defeats them, he'll get 
to play as them in the Versus mode. 
lf the player defeats Mong Zhu, he 
can play as that character as well. 
/ So, when all is said 

-«—and done, the player will have a 
chance to play as 21 characters (9 
Wu-Tang members, 9 alter egos, 
and 3 bosses including Mong Zhu). 


What other secrets can we 
expect to find hidden in the game? 


Murali: There'll be quite a few Easter 
Eggs. We're going to have hidden 
rooms, moves, fatalities, specials 
and, one super cool new 


arend. 


When will Wu-Tang: Shaolin Style be 
on store shelves? 


Murali: The game will be on store shelves 
in November. 


Any last tidbits you'd like to share? 


Murali: | just want to thank you guys for 
letting us talk about Wu-Tang Shaolin Style 
and hope that you enjoy it. 


Fat tires and a serious attitude. It’s a lethal combination that will take you just 
about anyplace, any time. So choose your vehicle wisely, then get off the asphalt 


and shout the monosyllabic mantra of 4-wheelers everywhere — Dirt good. 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. Game Boy Color is a registered trademark of Nintendo of America Inc. © 1989, 1999 
Nintendo of America Inc. All rights reserved. Hummer®, Humvee®, and the grille design are the registered trademarks of the AM General Corporation. OAM General Corp. Test Drive and Infogrames are registered 
trademarks of Infogrames North America Test Drive Off-Road 3 © 1999 Infogrames North America. All rights reserved. All other trademarks and trade names are the properties of their respective owners. 
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The history behind the original Fighting 
Force goes bdck to Sega and the desire 
of Core (the same’s developers) to create 
a 3D Saturn sequel to the popular Genesis from part one, who has been given th 
beat-em-up, Streets of Rage. Somewhere __ mission of infiltrating the Nackami 
along the line, Core realized the Saturn Corporation. This global giant has been - 
was headed for the same slag heap as | 
_ ‘the Sega CD and 32X and shifted 
Vgiauelopencitt of the title over ~~ 
to the PlayStation. The final Ae without conscience. o 
\ product, while selling quite ao — buying parts — 
well overall, was definitely /  ~. : 
‘a disappointment. For / . — companies aroun 
‘starters, the samewas [ "#= ‘y ‘ae world, they have 
extremely easy to beat; | SS — ~g@@ | assembled and tes- 
you could effortlessly 2. f—Re ted the proto-types. 
breeze through it in one a2 fa | 
short sitting (sometimes , A Pe ae the world? s firs t 
in less*than-an hour), \ ~~ @r ye artificial lifeform 
Being that it was fashioned - fh MM Bae yo 
after the popular beat-em- — > has spent many years 
ups of the 16-bit era (Final Fight, — investigating the illegal activities 
Double Dragon, Streets of Rage, of the Nackamichi Corp. and now 
etc.), it also lacked any kind of spark... raat grouse, evidence't 
and originality — mindlessly . 
whacking wave after wave of = 
baddies with a pipe | = 
its fun fac a Sarak 


to oe on the oraieee? 
game, | just wanted t 


vile elving deeper 
into the inner-workings 
of the corporation. in — 
addition, since ge wil 


wh per, 
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ntr es.on hawk 


“in order to succeed and survive. You will 
also be equipped with a data handset 
with which you will be able to access 
_ critical information from the Control 
eae including map layouts and 
_ additional objectives. 
Storyline aside, Fighting Force 
2 has taken the simple fighting 
ey 3 : engine of the original, kept a few 
Of the moves, and thrown 
ss everything else out the window. 
The sequel is really not a sequel 
eS in the truest sense. Moreover, 
a it’s a completely new same 
from beginning to end, which 
just happens To have the 
same character in it — and 
that’s a good thing. To start, 
the graphic engine is 
tee ae ——. = = Ze | | completely new, offering a 
Piet ek a : rr i “2 third-person, Tomb Raider— 
piers awe « SS ge : like perspective that allows 
Hawk to look around in any 
direction. Vertical elements 
have been added ds well, 
requiring Hawk to climb 
ladders, jump across 
platforms and shoot enemies 
from above. in addition, the 
graphic quality has been 
pushed fo new heights. Expect 
real-time light-sourcing, amazing 
pyrotechnics and special effects, 
and plenty of detailed touches 
everywhere you look — just about 
every environmental object can 
be shot and destroyed in a fury of 
sparks and explosions. Even the 
animation and character interaction 
has been completely redone. in terms 
of graphics, this is definitely a fourth 
generation Title. 
While primarily an action game, 


aM i 


- like can still be used against th 
_ wedpons such as shotguns, sniper rifles, ar 
_ throwers, rocket launchers, uzis, etc. are a 
available and necessary if you want to survive. 
With a nod to titles like Rare’s Goldeneye and 
989’s Syphon Filter, multiple impact points have 
bee 1 assigned to the enemies allowing for 
int shots and a oe a of animated 


Artificial | hreuigonice engine has been 
completely reworked, as well. Each character 
in the game has their own unique Ai routines - 

_ and promise to be knowledgeable about the 
My LE: of his surroundings. if the player’s 
1S a an obvious threat, characters 
/ confront, try to sound the alarm or even 
run for assistance. Hawk can also choose | 
to not go in guns blazing and work his way 
stealthfully through a mission. in certain 
situations, it will be possible for the player 
to avoid any confrontation by thinking first 
and eee is ae each scenario before 


the right 4 track. instead of a recreating 
another mindless beat-em-up, they have 
taken the roots of the original and expanded 
the idea to create a potentially much better 
and more complex adventure. it looks like 
the action/espionage genre created cae ‘ 
such amazing games as Metal Rage _3 
Solid and a Sypheret Filter “~" 
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All new gameplay and graphics feature 150 new animattor 
like goalies sprawling out on their backs to cover loose =~ 
pucks. New I.C.E. Artificial Intelligence designed with the 
help of 8-time Stanley Cup® Champion Scotty Bowman means. Pe 
players execute just like the pros. Add. in Mike Emrick. angst 
Darren Pang calling the action, and NHL. FaceOff™: 2000 is RE 
the best thing to-hit’the ice ‘since the octopus. | 
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THQ is getting ready to release the sequel to Broken Sword, “Broken Sword ii: The Smoking Mirror”. 
While we've never actually seen a mirror smoke, the good folks at THQ assure us that it is possible and, 
In fact, perfectly legal. Apparently, the story involves the unlikely combination of a modern-day drug 
smuggling operation and the ancient Mayan civilization of Central America. The original point-and- 
click adventure did very well in the early days of the PlayStation and PSExtreme, snagging our “Gold” 
award in the process. Of course, this type of game doesn’t appear on any best seller charts, as it is 
definitely an acquired taste. For those of you that are into these graphic adventures, BS2 looks like 
It Is going to have much for you to enjoy. The new game features greater player control; “advanced” 
sprite animation and manipulation, allowing for a wider variety of viewing angles; special effects such 
ds rippling water, smoke, translucency, etc.; and a number of challenging puzzles. 


The original Cool Boarders is the 
last game we thought would be a 
franchise hit — sure it had some fair- 
ly decent gameplay and speed, but there were more flaws than you could shake 
a stick at. Well, the second and third versions have proven to be quite successful 
indeed for Sony/989 Studios. Not resting on their laurels, 989 is set to release 
Cool Boarders 4 this November. As with CB3, the development team is 989 inter- 
nal at their San Diego studios. This year, the big news is the involvement of / 
and the ability to race as a number of professional snowboarders. You’ll_atso 
get a trickmaster mode as well as a multiplayer tournament-mode-in addition, 
you can create your own custom boarder by choosing from a number of cus- 
tom features. As is the trend in this style of game, you'll also get all of the 
licensed equipment and wacked-out clothing to go with your customized snow- 
boarder. This year, you’ ll get five mountains to race on, plus one hidden course 
to keep you boarding well into the spring. We should have a reviewable copy for 
the next issue, so stay tuned for a full review. 


infogrames 


Given that the US release of Namco’s Ace Combat 3 has been delayed until the 
end of the year/beginning of next, infogrames is set to take up the slack with Eagle One: 
Harrier Attack. As you might expect, this is an aerial combat game featuring the AV8B 
Harrier. The game is mission-based, set out over the Hawaiian islands. it seems an 
underground terrorist organization (is there any other kind?) has detonated an 
electromagnetic pulse device (read Nuclear) in the air over Hawaii, which has ren- 
dered useless the US Military based there. You have been tasked, as Eagle One, to go 
in there with your Marine Task Force and kick some terrorist butt. Not exactly a new 
concept, but a proven one. You have your choice of five different aircraft to fly, includ- 
ing an F16, and an ALO. infogrames has attempted to build an extended shelflife into 
the product with secret areas and bonus stunt points. They have also included a 
two-player split screen mode which — | ——— 
includes an aerial dog fighting mode 
in case the one-player game gets a 
little too time consuming. The release 
date is scheduled around the first 
of the year, actually pitting it right 
against Ace Combat 3. 
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With NCAA GameBreaker 2000, you’ve got 114 schools, 
60 classic teams, and play-by-play from the legendary 
Keith Jackson. You can also recruit blue chip athletes 
and climb the coaching ranks in the new Career Mode. 
It’s NFL GameDay™ 2000 compatible, so your senio S 
make the jump to the pros. And with a chance | : 


lon 


PlayStat 


a national championship and the Heisman’, it's 
ultimate college football experience. «Whoa | 


www.989sports.com 
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n and the PlayStation logos are registered trademarks of Sony Computer Entertainment America inc. The Officig th Liven see-Collegiate Products label is the exclusive property of The Collegiate Licensing Company. The College Licensed Product iabel 1s the 
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are registered service marks owned by the Downtown Athletic Club under registration numbers 936,853 and 935,852 respectively. Heisman and Heisman Trophy Award are service marks owned by the Downtown Athletic Club of New York City, Inc. Developed 


989 Sports and Red Zone interactive, Inc. GameBreaker, 989 Sports and the 989 Sports logo are trademarks of Sony Computer Entertainment America Inc. ©1999 Sony Computer Entertainment America inc. Licensed for use with the PlayStation game console. 
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On October 26, Grandia will arrive on American shores. courtesy of Game Arts (the developers 
behind the Lunar series) and SCEA, Grandia is a classic RPG of epic proportions. According to the 
folks at GA and SCEA, the game will provide over 70 hours of gameplay. Grandia pits magic and tech- 
nology against the feral guise of corruption. in this adventure, you assume the role of Justin, a 15-year- 
old boy that will attempt to uncover what happened to the lost ancient city of Angelou before the evil 
General Baal can awaken a deadly secret. The game allows up to four characters to occupy your 
party in exploration and battle, over 200 weapons and 200 items to collect, real-time battles, over 
80 spells and attack techniques, and Mana Eggs as the currency of choice. We’ve had a chance to 
play an 80% complete version of the game (incomplete Japanese-American translation) and are very 
impressed with the title. It’s 3D worlds are bright and colorful and the story gets you involved quickly. 


october | 
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a Attention all of you wordsmiths 

«+ i) out there, Scrabble is in the house... 
baby! Hasbro interactive continues 
to deliver all of their classic boardgames for the electronic age with the release 
of this American favorite. The PlayStation version will bring to the virtual table 
a dynamic camera, onboard dictionary, visual and gravity(?) (don’t ask us!) 
effects, tournament play, music, new game pieces and “new” graphic options. 
While none of us can ever recall there being ANY “graphic options” in the 
— boardgame, we'll just go with the good folks at Hasbro on this one. While we 
oro: : JT - here at PSExtreme remain great Scrabble fans, we can’t-help but think there 
aS ~N 1G, might be a big problem in bringing home a virtual version of the game. With that 
stupid onboard dictionary, you can’t cheat! What’s Scrabble without being able 
to convince your friend that “Qquzz” is really a word? Geez, that’s as big of 
an American tradition as miscounting a roll or swiping a couple hundies out 
of the bank in Monopoly. You can expect to see Scrabble, with its spoil-sport 
onboard dictionary, in October. 


activision 


summer 2k 


Among the myriad amount of PlayStation titles Activision is currently work- 
ing on comes yet another surprise. Capitalizing on a recent exclusive deal 
with Paramount, they now have the rights to develop all and any Star Trek- 
related games for both PC and console-based systems. As a result of the deal, 
the first Star Trek game will finally be making its way to the PlayStation next 
summer. Looking similar to Psygnosis’ Colony Wars series, Star Trek features 
a compelling storyline based on The Next Generation series. in the game, you’re 
put in control of the Federation’s newest single pilot fighters and must head 
out into the final frontier to investigate strange space anomalies, defend the 
Federation against alien threats, and uncover the mystery which has opened a 
rift in the Beta Quadrant. When all is said and done, 
Star Trek promises to feature 30 diverse missions in 
which players will get the chance to pilot multiple ves- 
sels, encounter a variety of alien lifeforms — including 
classic Star Trek characters such as the Borg and Klingons, 
and a unique mix of strategy (weapons, energy and shield 
management) with plenty of hard-core action. 


THE CREATORS OF COMMAND & CONQUER™ ARE TURNING UP THE HEAT. 
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- Real-time strategy blended with blazing action - Dozens of 3D-modeled units specific to each side 
« Sharp, 3D terrain with true elevation 


- Solo play, head-to-head, or skirmish versus the Al 
- Play three distinct sides across 30 missions - Pulsing cinematics and soundtrack 


°1999 Electronic Arts. Westwood Studios and Electronic Arts are registered trademarks of Electronic Arts in the U.S. and/or other countries. Westwood Studios We St WwW ‘e) oO rel 
is an Electronic Arts’ company. Dune” "1999 Dino De Laurentiis Corporation licensed by Universal Studios Licensing, Inc. Playstation and the Playstation logos - 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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infogrames 


october 


The world has gone Test Drive mad! Well, at least infogrames has, as they are set to release 
FOUR different Test Drive games over the next few months: Off-Road 3, Cycles, Le Mans and the 
focus of this preview, Test Drive 6 which continues the series’ tradition of delivering high speed, 
chase and be chased action with 40 different licensed vehicles (a mixture of American and European 
classics and exotics). This year, the game will give the player 30 new tracks in locations such as 
Hong Kong, Paris, London, Rome and New York, and allow for more interaction with the racing envi- 
ronments. You will be able to smash into all kinds of stuff, including tables, alligators and forklifts, 
while avoiding cops that will now go after you in groups. in addition, TD6 will feature even nasti- 
er collisions and bigger jumps, ds well as all-new skins that are supposed to make the car mod- 
els look even more realistic, environmental specific sounds, and texture reflections and lighting. 


Infogrames’ Test Drive Cycles 
Is revving up and waiting to take 
on the mean, competitive streets 
of the urban video game jungle. Featuring a Harley-Davidson license that 
gets them 30 different motorcycles and exactly O Hell’s Angels, TD Cycles 
looks to bring intense, one and two-player street bike racing action to 
law-abiding gamers everywhere; men who prefer to feel the wind from 
the Game ice (TM) sitting below their PlayStation, versus the heat of. 
the open road and all those damn bugs that get stuck in your teeth... 
yucky! TD Cycles will feature 12 different tracks, ranging intocale from 
Washington DC and Mount Rushmore, to Amsterdam, Hong Kong and 
the French Riviera. The game will include three different racing modes: 
Quick Race, Championship and Two-Player Split- Screen. Races will pit 
you among five competitors in an effort to earn trophies, bike upgrades 
and new rides along the way. Test Drive Cycles will be available in early 
2000, assuming the nation’s power grid is still on-line! 


infogrames 


november 


Test Drive Off Road 3, making use of the Test Drive 5 engine, looks to be a 
huge leap forward for the series. TDOR3 offers 15 different tracks in real-world 
locations, with branching paths, 30 licensed off-road vehicles (including, once 
again, their exclusive presentation of the AM General Hummer), modifiable vehi- 
cles, two-player, split-screen racing, Off-Highway Patrol mode, breakable 
objects, and much more. if you are a big fan of the Test Drive series, think of 
Off Road 3 as the “Beast” to Test Drive’s “Beauty(ies)”. For every guy that lusts 
after a Viper, there is one that would sell his soul for an F-L5O0. if Test Drive is 
wine on the Riviera, then TDOR3 is a six-pack bouncing on the bench seat, head- 
ing up Pike’s Peak. The Test Drive Off-Road series has pretty much owned the 
category for the past three years and, with as good as TDOR3 looks and as fast 
ds it plays, we expect that to CON- ge — 
tinue this holiday season. The game es 
Is currently scheduled to ship in 
November and we expect to have 
a reviewable version of the game 
in time for our next issue. 
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Sheek” coanpaitie rod ine = 
reel controller, Bass Rensling’ 
sets the standard for true- = m 


_ fo-life 


fishing action. Now et 


you can cast, the ‘hook, . 
and reel them s just like es 
real life. So So pack your wea! 
box, pick up some cold ones, 


_ and grab yous? cause. 


~ fishing season is now open. 


¢ Game is bundled with 
custom designed fishing 
rod ‘n reel controller 


¢ Solo or tournament modes 


¢ Stock your tackle box from 
50 different rods, reels, 


rigs, 


and lures 


° 5 challon nging lakes, 14 


spec cies o 


fish 


° Cast side arm, overhead, 
or skip — 


¢ Tuforial mode shows how 
the pros hook the big ones 
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infogrames 


a et: encima se One thing you can count on as a console gets closer and closer to the magical mass market is 
_ a plethora of puzzle games to hit the retail shelves. This Christmas will be no different and infogrames 
will be stepping up to the plate with Time Loop. The game requires the players to protect the cen- 
ter of their loop from a continuous flow of balls that feed onto a spiral shaped belt converging in the 
middle of the screen. If a ball reaches the center of the loop, the game is over. You aim a rotating 
turret (a la Bust a Move) and shoot a ball into the chain. To eliminate the balls, you must create a 
combination of three balls of the same color. Sound familiar? it should, it’s a bit similar, in con- 
cept, to the Bust a Move series. And, as with this title, Time Loop also offers special bonus balls at 
different levels that can be used to wipe out everything on the screen. Trying to improve upon the 
Bust a Move concept is not a bad thing, it being our favorite puzzle game of all time. 


If you thought you saw the 
last of Sweet Tooth and his crew, 
you were sadly mistaken. One of 

the most successful franchises on the PlayStation is back with its fourth 
installment in four years. This November will see the release of Twisted 
Metal 4 with an all-new, Demolition Derby gameplay-style. You will see 
new characters and new vehicles in this latest version, as wellas an | 
extended presence of Sweet Tooth himself. Not a lot of detail was given. 
at the announcement of the title, other than the overall enhancé- 
ments, but you can expect TM 4 to be a lot bigger-and-fastér than 
the previous versions. it will also feature optional Death Match-only 
levels that allow for full throttle homicide, requiring little regard to 
anything other than speed and carnage! This franchise has improved 
year after year and you can expect this latest version to offer a lot 
of what you’ve come to know and love, as well as some new twists that 
should keep the franchise fresh. Look for more info next month. 


fox interactive 


Well, if you’ve been waiting to play the X-Files game on your PlayStation 
rather than suffering through it on the PC, your time is coming near. Having been 
available in the UK for some time now, Fox interactive and HyperBole Studios have 
decided to finally release The X-Files in the States this October. in the game, you 
take on the role of agent Craig Wilmore, assigned to assist Mulder and Scully in their 
: investigations. Set up as a full motion video hybrid adventure/RPG title, you’ lI 
ms | have to examine crime scene evidence, conduct interviews and make decisions that 
al ] | = > R, oe will determine the path of the investigation. There are multiple storylines to play 

™ zy out, so the case can take numerous paths prior to completion and discovery of the 
Folder inevitable conspiracy and cover up. The game features original footage starring the 
real Mulder and Scully and an original storyline by Chris Carter, the show’s creator. 
Spanning four CDs (in order to store = 
all of the FMV packed into the game), | 
the X-Files promises to appeal to 
fans of the show. Will an FMV title, aii ce. 
albeit one revolving around a mega- GJiksoasee 
popular series, sell well here? Look =m [aa 
for the truth in next month’s issue. 
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OH MY GOD! IT'S COMING RIGHT AT YO 
SOUTH PARK IS HEADING TO THE PLAYSTATION GAME CONSOLE!’ WE'RE TALKING ABOUT BIG EVIL 
CLONES, KILLER COMETS, PROBING ALIENS -- AND ONE INCREDIBLY FAT A**! IT'S UP TO YOU 
TO KEEP SOUTH PARK SAFE FOR CHEF MR. GARRISON, MR. HANKEY AND THE REST OF THE TOWN. 


WARNING 


This game is 


recommended for mature 
audiences only. It contains 
adult language and content. 


CONTENT RATED BY 
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GS ENRE: 7 Survival Horror 
PUBLISHED BY: | Capcom 


ORIGIN: | Japan 
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Dino Crisis 
has been described 
as Resident Evil meets 
Jurassic Park. Considering that 
RE and RE2 received Platinum ratings, 
and that Jurassic Park is one of the most 
popular films of all-time, do you really need to 
be convinced to buy it? | didn’t think so, but humor 
me. 


The storyline involves a research project gone awry (doesn’t 
it always?). While on a mission to recover a rogue scientist, you 
arrive to find his facility strangely deserted. Before long, you 
are under attack from dinosaurs who are now running rampant on 
the island. As your teammate remarks, “it’s like that movie.” 


If you are unfamiliar with the Resident Evil series, those games involved 
controlling polygonal characters as they moved through a world consisting 
of pre-rendered backgrounds. The games were a mix of puzzles and 
action. Half the time was spent shooting zombies, the other half 
figuring out brain teasers. The action and puzzle sequences were 
tied together with dramatic cut scenes that furthered the storyline. 


Dino Crisis is from the same creators, so you can expect the same type of experience. 
The gore level seems toned down, however, even though there is still ample blood and 
guts. You'll also notice that the rooms no longer all consist of pre-rendered backgrounds. 
Instead, most areas are constructed with polygons and rendered “on the fly.” The downside 
to the use of polygons is that some level of detail is lost. The benefit is that, since the 
backgrounds can be scaled, the camera is free to zoom in and out. The physical structure 
of rooms can now be altered more easily as well, with windows breaking or walls collapsing. 
The result is a much more cinematic feeling. On the other hand, the shock value is lessened 
because whenever you enter a 3D area you'll anticipate something bad happening (and you 
are usually correct). Frankly, | wish the entire game was in 3D with a 
“look” button. This would help to avoid the problem of not being able to see 
dinosaurs in the same room as you. 


The RE games had an EKG which let you know when you needed to 
heal yourself with medical packs, although the characters also provided a 
visual reference— when critically injured, your character stumbled about 
as if he or she would go down any second (but could still run up stairs). Dino 
Crisis ditches the meter, making you rely totally upon the character’s 
appearance to determine health status. The problem with this approach 
is that, depending upon the camera angle and whether you are running, you 
cannot always see when you are bleeding on the floor. As a result, you might ' eS 
use medical packs unnecessarily or you might wait too long and can be _ ae 
taken out with a single tail swipe. Speaking of which, the Ai of the dinosaurs et 
is very good. It isn’t as easy to run around them as you did the RE zombies. 
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Some can break through doors or team up to attack you, 
and they are also capable of knocking weapons from your 
hands. 


The file system has been similarly omitted. When you pick 
up a document, no record of it is saved in your inventory. 
You’ve either got to memorize countless bits of information 
or keep a notebook handy while playing. Analog control 
is also not supported, although a 180 degree turn 
button has been added. One interesting addition 
is a “danger” mode. During certain cut scenes, 

you will need to push the action buttons as fast 
as possible to kick out of an enemy’s grasp or to avoid certain objects. This helps give an 
added sense of control. 


Puzzle-wise, the game adds new challenges without straying far from its predecessors. 
There are still logistics puzzles involving moving objects and memory puzzles involving 
number and letter codes. if you are the type who breezes through Rubik’s Cube or sliding 
number puzzles, you'll probably appreciate the mental challenges. On the other hand, if 
you are the type of person who wonders why it takes twelve steps to retrieve and assemble 
a piece of equipment just to open a door, you'll probably hate this game. 


As far as the action is concerned, Dino Crisis doesn’t have the same variety of enemies. The raptors 
are your primary foes, with a few other species making brief appearances. Yes, Virginia, there is a T- 
Rex, but your encounters with it are limited (fortunately for you) until the end of the game. There isn’t 
quite the same interaction of supporting human characters as there was in RE2 either. The story seems 
far less emotional. Nevertheless, i’m sure that Dino Crisis will appeal to more people than Resident 
Evil in the same way that more audiences watched Jurassic Park than Night of The Living Dead. 
While zombie dogs, carnivorous plants, and mutated humans are interesting, there is just something 
really cool about dinosaurs — even though they toss you around like a rag doll and tear you to shreds. 


Unlike RE2, Dino Crisis only lets you play as 
one character. However, there are four 
different branching points for the storyline 
which affect the type and order of puzzles as 
well as the game’s ending. There are three 
endings in all, and you are rewarded with 
alternate skimpy (of course) costumes upon 
completion. You can also unlock an “Extinction 
Agenda” scenario which puts you somewhere 
in the facility and requires you to kill a set 
number of dinosaurs and return to the drop off point within a limited 
time. The map is unavailable in these scenario levels, and your medical 
supplies and ammunition are limited (although you have some new weapons). 


This second mission adds some excitement, especially as the 
main game leans more towards puzzles than action. Overall, 
however, the game just seemed to be a little too short. 
The first time through, not knowing where everything 
was, checking every nook and cranny, and 
frequently running around aimlessly, | 


ET aie 
pea) Loaae 


Like the Resident Evil series, 


still finished in about 6 hours. The | Dino Crisis draws you into the Wee  eyyry: 
second time took only about game with an interesting (albeit 
derivative) storyline and dramatic 
~ half that long. sequences that make you forget you are 


really just solving puzzles and shooting things. 


rT . 
tink trie The game is somewhat brief, but the 3D graphics 
saith and smart enemies outweigh this shortcoming as 
i 4 well as flaws such as the lack of analog control or a 
we ee , filing system. It is still a great game. 
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“a Final 
Fantasy Vili is one of 
those games that is 
undoubtedly going to receive a 
lot of hype. The game is highly 
anticipated, it looks spectacular and the 
series has a number of fans. Credit also has 
to be given to the media blitz that Sony funded 
for Final Fantasy Vil. Were it not for some amazing 
marketing work on their part, the average U.S. gamer may not 
have even known what the acronym RPG meant. (Pssst, it means 
Role Playing Game.) 


So you’ve played the demo and you know the main character is 
named after a bird (Squall), but you’re just itching to find out more. 
Read on. 


The world of Final Fantasy Vili is a world of magic, but a world where 
a sorcery is feared. The last known sorceress was the cause of a great 
Ss il war that nearly destroyed the planet. Because of this, there 
Pe was great concern when the President of Galbadia announced 
that their new “peace” ambassador was going be a woman named Edea, a woman who 
was a sorceress. it seems that Galbadia never planned for peace, they simply wanted to 
use the sorceress as a threat to ensure they could simply crush any opposition. 


SeeD is possibly the only threat to the sorceress’ reign of power. As a group of special 
operatives, SeeD members are highly trained in all aspects of warfare. Knowing that 
they don’t have the manpower for a full scale assault, SeeD sends in a small group of 

operatives to take out the sorceress. if they can assassinate her the world will be saved. 
If they fail, everyone will fall to the power of the sorceress. it is up to you to ensure the 
SeeDs do not fail. Le 


Like previous Final Fantasy games, the story in Vili revolves around 
the concepts of love and life. While it may sound kind of hokey, it does 
make for a decent story. Final Fantasy Viii also incorporates the war 
into the story and it makes for a much tighter plotline than the one 
found in Final Fantasy Vii. There were a lot of complaints about the vagueness 

of the story in Vii and it is apparent that Square has listened to their 
customers, at least in this regard. 


One area where Square has not listened is the spell casting. When Final 
Fantasy Vil came out we were all impressed by the pretty summon spells. 
Then we played the game for hours on end and found ourselves just staring 
at the same animations over and over again. in Viii the same problem 
occurs. Guardian Forces (summons) have some amazing spell animations 
that are quite good the first two or three times you watch them. Once the 
battles start rolling in, however waiting for G.F. spells to finish casting is 
just a waste of time. it would have been really, really nice of Square to 


include a type of “quick spell” option where you could 
simply cast the spell and skip the animation. Unfortunately, 
there is nothing of the sort. 


Visually, Final Fantasy Vili is a treat. The backgrounds are 
once again fullly rendered and the characters are polygonal, 
but there are no more super-deformed people. All of the 
characters are portrayed as realistically as possible. 
The previously mentioned G.F. animations are great 
the first time through and the CGI work is up to 
Square’s expected high standards. if the work 

here is any indication, the computer animation 
in the upcoming Final Fantasy Movie should be excellent. 


The game’s background music keeps the main Final Fantasy themes alive, but it can 
also stand out on its own. No voices are used in the game, so all of the emotion has to 
be conveyed via text and music. Needless to say the composer did an excellent job. If 
you have an import store nearby consider looking for the soundtrack. You'll enjoy it. 


Gameplay is fairly standard stuff. Adventure around, talk to people and get into fights 
to raise your experience. Talking to everyone is important because you never know what could 
be lurking about. The magic system has been changed a bit from Final Fantasy Vil making 
magic more accessible, and therefore making the game easier. The biggest change to the magic system 
is the ability to call a G.F. an unlimited number of times during a battle. Previously, in Final Fantasy 
Vii, there was a summon limit, depending on the level of your materia. 


in addition to the main game, Square has also included a mini card game within the world of 
Final Fantasy Vili. Although you do not need to play the game, it does have benefits. Cards won 
from other players can be transformed into useable items. Rarer cards will produce rarer, and more 
powerful, items. Winning the card game takes practice, but it isn’t work. in fact, the card game 
can be a bit addictive — 


Although the game centers around the 
characters of Squall and Rinoa (the two seen 
in the opening video), Final Fantasy Vili has 
you controlling multiple characters at different 
times throughout the game. This character 
switching is forced, due to plot constraints. 
These plot constraints were my main gripe 
with the game. 


The biggest draw for role playing games 

has always been the ability to play another role, to lose yourself in 
the character. The best role playing games give the player options 
to explore, instead of focusing on a single path. Granted, the game does 
need to maintain a bit of focus in order to have a coherent story, 
but in Final Fantasy Vili it goes just a bit too far. instead of 
adventuring through the game as Squall and company, | felt 
as if | was watching Squall and company, not 
participating. Therein lies the biggest flaw with 
Final Fantasy Vili. The game is more of a 
movie than it is a role playing game. 


’ fi If you have the cash and are 
Don't get me wrong, it se stil quite looking for a fun ride, then pick up 
compelling, it just isn’t as Final Fantasy VIII. You'll enjoy it. If 
you’re one of those people who didn’t like 
immersive as past Final Final Fantasy VII, then hold off on this one. 
Fantasy games have A lot of the play mechanics are similar to VII, so 


been. if you didn’t like VII, you probably won’t like VIII. 
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| am sure there are still some Jet Moto fans 
out there, like there are Xtreme game fans. Fortunately 
for you, 989’s latest in the Jet Moto series fares far better 
than their Xtreme junior effort. This is Pacific Power & Light’s 
(formerly DT Stduios) first shot at this series, and they do a commendable 


= 


T 


CONTENT RATED BY . 

ESRB job. 

As you would expect, Jet Moto 3 remains true to the Moto universe, offering you 

a choice of ten sponsored hovering jet-ski-like bikes (plus an elusive secret one). The 

tracks are the regular mix of ice, snow, sand, water, land, and debris. You have your standard 
arsenal of turbo, magnetic grapple, power slide, and bike attributes — weight, acceleration, 

and top speed. You'll also find a hop button included to get you over some of those sketchy areas. 


What makes 3 standout from the rest of the Moto lot is its sense of speed and adrenaline. 
This puppy is moving at a blazing 30 frames a second and it’s pretty obvious. The first time | 
put the game in | felt like | was blindfolded racing down an uncontrolled landslide face-first 

into a brown pixel farm. Once i was able to get my bearings, keep the bike under me, and stay 


on course, the game got interesting. it took about 15 minutes before i could hold my own, but once 
| did, forget about it, i was numero uno every race. 


The game’s made up of four seasons, including the bonus, with the difficulty and track 
number ascending as you progress. Additionally, 989 has answered our prayers, and added 
a stunt mode in this third installment. Seems all my letters and stalking paid off. The stunt 
mode is opened only after you find a coin that is hidden on each of the ten tracks. While 
this may sound like an easy chore, you'll find the courses to be huge when you have to 
scale every inch looking for the little coins. But, once accomplished, five specially 
designed areas open up. They are layered with jumps, half-pipes, bowls and rails — 
all for tricks. One note however, though it is labeled “stunt mode”, don’t expect there 
to be any tricks available to you. The same control scheme applies, there are just the 

basic flips, rolls, and twists. 


: 0:04 .4eum se ie 
ic soe ae Jet Moto 3’s control is fully Dual Shock compatible, making use of both analog sticks, 
: fie ie or any combination of stick/D-pad/button you might want. The racing physics are well 

- FS ce executed and control varies according 
to the biker’s characteristics. i found 
that | bailed a lot less often than in 1 or 2; 


ve 


pace 


| don’t think | am really a better racer now, i ne 
think they toned down those crashes. Thank — 
you. = 
ol < The one trend in the Jet Moto series that 
Se is beginning to worry me, is the elimination of = 


racers on screen. The number has been steadily 

dwindling since number 1. it has gone from 20 

to 10 to now, six. While this is nice for frame- 

rate, it takes away from the sense of all-out- 

racing action | used to get. The music has also gotten weaker; 
this version sports an uninspired techno-ish soundtrack, which, 
while tolerable, could have been much better. 


§S The one other thing that i hope they do to spice up 

Oy Jet Moto 4 is spice up the tracks. Sure, the ones in 

LINe & nN here are really cool, but they all seem to be 
Jet Moto 3 is Jet Moto in 


variations of the ones we’ve seen before 
aunty way, Weathasbaretton with all the cliffs, jumps, and ledges 
racer to the core with your we are used to. The above-head 

4 standard Jet Moto-style tracks. It is ' 
_ easily beatable in a day or two, but the — ain _— — 
stunt mode and 2 player split-screen action anaad step in the right 

give it some legs. Be warned, if you play too direction. 


long, you might end up wanting a Kawaski, fueling 
yourself with Mountain Dew, modeling Body Glove 
clothing, and living on Slim Jims and Doritos. 
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is Metal Gear Solid: VR Missions a quickie 
cash-in on the success of Metal Gear Solid? Yes. 
Does it take advantage of its customer base and milk 
them for a little more dough? Sure. is it fun and worth 
purchasing? You bet! 


The thing is; my only criticism of the original game was that it 
was more movie than game — and VR Missions is ALL game. Although, at 
Pt yao a its core, VR Missions could have been sold as an expansion disc to the original 
alk ee game. it is 300 different training missions that test Solid Snake’s skills in stealth 
caer) ee Bell and deduction, and that test his weapon mastery. The missions are broken down 
into “Sneaking Mode(s)”, where you must sneak past a set number of guards, or “Weapon 
Mode(s)”, where you must kill/destroy a set number of guards/objects. These Practice 
missions will prepare you for the same mission(s), only with time limitations applied 
— in the game’s Time Attack mode. As you progress through the Practice and 
Time Attack missions, you open up “Advanced Mode” and “Special Mode” missions 
that allow you to do things like look for clues and try to guess which one of three 
guards murdered a fourth, or find all of the clues to a murder, in the office where 
Meryl turned on you in the original game, before the timer runs out. The big payoff, 
however, is when you are allowed to play missions as the Ninja from the first 
game. 


For fans of the original game, there 
won't be many surprises in VR Missions. 
However, what you will find is a great 
deal of fun. i don’t know about you, but 
| always felt a little disconnected with 
the gameplay in Metal Gear Solid. i mean; 
| never quite got comfortable with any 
particular weapon or the play mechanics 
because you didn’t spend that much time 
with any one weapon. in VR Missions, that’s 
all you do. You can practice every 
weapon until your heart’s content. 
Of course, this doesn’t make a great 
adventure by any stretch of the 
imagination, but it does make a pretty 
cool arcade game... and that is exactly 
how VR Missions plays and feels. Only a 
dozen or so missions are over two 
minutes in length. So, you are in and 
out after a short test of your motor skills; 
i with a little deductive reasoning required 
from time to time. i particularly enjoyed 
ao trying to beat the record times in the Time Attack 
fe Mode — some of them are nearly impossible to beat, 
unless you figure out the shortcut for that assignment. 


If you were a casual MGS fan, don’t expect a 
sequel out of VR Missions — you will be 
disappointed. if you are, however, Solid 
Snake in the flesh, then you won’t 
Wit Kiedlone le xdaiemnl hon want to miss these VR Missions. 
for lovers of all that is the world What the game lacks in 


of Solid Snake. There is no great story depth folate! originality, it 
and all of the trappings are stripped away. 


What you are left with is pure gameplay and makes Up for with 
quite a bit of variety. Although this really should solid arcade game- 


have been released as an expansion disc (the reason lay and varie 
the game doesn’t get a ‘Gold’ rating), it is a lot of fun, pray ty 
while it lasts, and a good challenge. 


wa 
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After all the unimpressive “extreme” racing games | have 
reviewed this year, i’ve finally played one which actually feels 
extreme! You'll get to race along the edges of a mountaintop, between 
bottomless crevasses, and over ice floes — sometimes with only a single headlight 


1S 
to show the way. ' 


As with most modern racing games, Sled Storm features tons of options. There are 
initially six characters to choose from, each with varying attributes such as speed, handling, and 
tricks. You can choose from the stock 400cc snowmobile or from one which you have customized with 
race earnings. There is no shortage of upgrades — almost every part of your sled can be tweaked if 


you’ve got the moola. Finishing all the tournaments also earns you a special sled which is better able to perform 
tricks. 


Not only do you earn money from finishing in first place, but you also get credit for performing moves. You 
can perform aerial acrobatics off any large hill and can string combinations of moves together (provided you 
have enough time before you come crashing down). These tricks are rewarded with points which are redeemed 
for cash at the end of the race. You can also get points, and therefore cash, for running over hapless jackrabbits, 
smashing snowmen, and crushing fragile saplings underneath your treads! The game is chock full of objects 
you can smash. 


Sled Storm features a time trial mode where you race against the “ghost” of your best time and a 
championship mode that takes you through all the courses in different weather and lighting configurations. 
Successfully completing the championships will unlock courses and modes for use in the quick 
race mode. There are a total of eight courses and four supersnocross (think motocross in the snow) 
courses to choose from. The regular courses have a great variety of terrain and are designed 
in such a way that you might never take the same route twice, due to the numerous shortcuts 
and hidden paths to be discovered. 


There are seven musical tracks from artists such as Econoline Crush and Rob Zombie 
(who, despite being mentioned frequently in connection with this game, only contributes a single 
tune). The techno/metal music soundtrack is just what we’ve come to expect from a racing game 
— it does a good job of complementing the action and getting the adrenaline flowing. 


Graphically, the riders and sleds look realistic — leaving tracks and snow tails in their wake. 

Although it might not seem difficult to draw 
environments which consist mostly of white 
snow, Sled Storm does a better job of portraying 
the environment than most snowboarding games. 
There are no polygon seams and the designers 
haven’t skimped on trees, rocks, logs, and other 
objects. The frame rate is fast and remains fairly, 
speedy even in the four-player contest. 


i would have preferred more fighting between 
opponents, a la Road Rash. Although you can bump 
the other sleds, the normal result is that you both 
slow down (or, worse, you fall off and they don’t). i also didn’t like 
the way the game portrays crashes. The camera zooms away from 
your overturned sled and prone character and then it fades to 
black, which interrupts the flow of the game. | thought | was going 
to have to move toward the light or something! Finally, in analog 
mode, only the left stick is used (to steer) and it makes 
performing tricks nearly impossible. 


These minor shortcomings aside, Sled 
Storm is a surprisingly deep and Sled Storm would be a solid 
entertaining “extreme” racing game. racing game no matter what 

Fans of racers in general, or vehicles were being used. Nice 
graphics, a fast frame rate, interesting 
the Jet Moto and Cool Boarders courses with lots of secrets, changing weather, 
series in particular, will be a great multi-player contest, and a well-balanced 
pleased upgrade system make it my favorite PSX racing game 
F so far this year. 


wl «A 
7 =. a c 7 J | 
— me = 
= ib * 5 _ 
Pg y - “ Py 
So 
-. x. ‘ 
= “ . 
ror fi fe) # 
O= One ae p 
>. —a A 
w. - “Su. UU. 
* "i "4 5 : = bg bs , : bs - 
2 
= < ‘> o re 
i. : 


COMPATIBILITY 


Analog Control } a Vibration Function | 
Compatible == | Compatible 


GENRE: 7 Adventure 
PUBLISHED BY: | EA 
DEVELOPED BY: | Universal Interactive 
ORIGIN: | US 
# UF LUS: || 
AVAILABLE: | NOW 


wa | can safely say that Xena: Warrior Princess (the game) is 
wil up to the quality standards of the syndicated cable television series; 
it isn’t very good. 


For those of you that do not keep up on the inner-workings of our crazy industry, 
let me tell you a story. This game was originally contracted to SCEA. Once 989 Studios 
established its own identity, the SCEA subsidiary took this title with them. After many months 
of hoping that the product would get better (and inwardly knowing that it probably never would) 
they found a willing sucker... er, “partner” in Electronic Arts, and effectively wiped their collective hands 
of the entire project. EA, obviously thinking license first and quality gaming experience a distant second (anyone 

remember “Shaq Fu” or “Michael Jordan in the Windy City”?), have re-launched the title as their own and christened 
her the SS Pointy Boobs. 


The game is broken down into a series of short levels where you must take care of the bad guys, Final Fight style. 
You kick, punch, use your sword, go for the gonads and, in the best part of the game, use your medieval Frisbee (TM) — 
known as the Chakram — to take on the powers of darkness (well, actually the minions of King Valarian and Naruss, 
the evil amazon Queen). Occasionally, you will find a little puzzle to solve, like playing “This Piggy Goes to Market” with 
a Cyclops or pushing a hay wagon into a water tower to put out a fire, but (appealing to the target demographic of the TV 
Series, no doubt) none of the ‘puzzles’ can be considered too taxing on the mind. There are a total of 20 levels in the 
game and it does feature the likenesses of Lucy Lawless (the chick with the breast mole) and Renee O’Connor (the 
sidechick) — but not their voices. 


Of course, the game also features a lot of repetitive 
gameplay, a first-generation graphic engine, a painfully 
Slow and choppy camera system, sloppy play control and 
some truly terrible voice acting. The only enemies that 
present any kind of challenge are the arrow chuckers 
that attack you from off-screen (you have to use the 
Chakram to take them out). The real challenge in the 
game, however, is to be found in trying to compensate 
for the terrible camera system and weak play control. 
Every time you have some sort of jump to make, you will 
be cursing the camera and will try to find SOME 
way of manually fixing the problem. The imaginary 
tether that the camera is on is slow to initially 
respond, then it speeds up and invariably shoots past the 
target (which | assume is to swing the camera back behind 
Xena). Because of this, it is almost impossible to get a full 
head of steam up while running; You are constantly stopping 
: to re-adjust the camera. Not that this makes any difference 
me ie ds far as attacking enemies are concerned — you simply 
WF iy HE! have to hold down the Ll button and start whacking. After 
Bg As th 20 levels of this, you are done. That is not to say that 
the game doesn’t provide, like the series that spawned 
it, a certain amount of mindless fun... it’s just that it gets boring 
very quickly. 


lam sure that EA could come up with a big list of reasons why it doesn’t 
matter that this game is less than worthy; target demographics (video 
game industry secret #1001: if the game is childish with little 
entertainment value, claim that it is intended for children 8- 
14 — very view game reviewers fall into that category) 
Ce being the primary skirt which they would hide = 
come up with a big list of behind. But, know this; Xena: Warrior Princess, a 


reasons why it doesn’t matter that while not a BAD game, per se, is very 
this game is less than worthy; target 


demographics (video game industry secret average and uninspired, with a 
#1001: if the game is childish with little camera system that comes close 
entertainment value, claim that it is intended for 
children 8-14 — very view game reviewers fall into to paralyzing the entire 
that category) being the primary skirt which they would experience. 
hide behind. But, know this; Xena: Warrior Princess, while 
not a BAD game, per se, is very average and uninspired, 
with a camera system that comes close to paralyzing the entire 
experience. 
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Who hasn’t heard of “Hot Wheels” (or “Haaat 
Wheeelz” if you are from the east coast)? Since i don’t 
see any raised hands, i can rightfully assume that y’all 
know what a Hot Wheel is. Ok, next very difficult question — who 
hasn’t heard of a PlayStation? Again, no hands, so we’re all on 
the same page. Well, can you suess what you get when you mix a Hot 
Wheel and a PlayStation? You’re right! “Hot Wheels Turbo Racing” from 
Electronic Arts. And who says video game players are just a bunch of pimply- 
faced knuckleheads? 


Obviously, the ‘hook’ behind this game are the cars. Those wonderful little die-cast 
(and too often nowadays — plastic) cars that have sold over two billion pieces in their 30- 
plus year history. Heck, i’m responsible for a couple of hundred cars myself (sort of a 
beginner collector). if you’re into Hot Wheels at all, then this same will draw you in instantly. 
You get about a dozen cars to choose from in the beginning, and then you can find and 
earn dozens more throughout your game playing experiences. For example, each of 
the six tracks has numerous short-cuts and hidden paths, and you’ll occasionally find a 
secret car in one of these locations. Even though you may crash through the secret area 
while going 120 mph, and may not even know that you hit the car icon, you’ll be notified 
at the end of the race what you’ve found. That car will then be in your stable of cars, 
So you can now race with it in any of the games’ many play modes. They are; Practice, 
Practice Airtime, Exhibition Race, Airtime Challenge, and Hot Wheels Cup. All 
pretty much self explanatory, except maybe the Cup and Airtime. in Airtime 
Challenge, you try to pull off as many stunts as possible in a given amount of 
time, thus racking up points for each stunt in the process. You can play this 
mode solo or against a buddy. The Hot Wheels Cup consists of a race against 
five other cars on each of the six tracks (six laps per race). Win the Cup, 
and you’ll earn tons of bonus cars and three (3) additional tracks, as well 
as an additional cup (the Secret Car Cup). Win that Cup and you’ll get even 
more cars and tracks, and another Cup — the Twinmill Cup. i don’t know 
what you get when you win this single race event, ‘cause it’s tough and I haven’t 

beaten it yet, but | imagine it’s the 
end of the same! 


As the name applies, Hot Wheels Turbo 
Racing is all about the ‘turbos’. During the 
races, each time you pull off a stunt, you'll 
be rewarded with turbos. The number of 
turbos you get depends on the difficulty 
of the stunt you land. So far, the most 
turbos I’ve received for a stunt is five. The 
stunts are performed by hitting a ramp 
with lots of speed, then twisting the Hot 

Wheel for spins, flipping the car for multiple 
back flips or front flips, and using the L2 button to 
perform radical barrel rolls. 


The game moves along at a decent frame rate, but 
overall, Hot Wheels isn’t as polished a racing product N)) 
as other EA titles like NFS, NASCAR, or Beetle 
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Adventure Racing. There are just enough xs LING 
instances where you say “that shouldn’t _ 2° 
happen xs (like textures falling out Hot Wheels Turbo Racing is 
or odd random events that - a oot fora oe period 
; of time. Most seasoned racing 
; turn & minutes of racing gamers will be able to get through it 
joy into throw-the- within a day, although the Airtime 
controller-down Challenge does give you another reason to 
play it once you have won all of the races. 
frustration). However, if you’re a Hot Wheel fan, then you'll want 


to check this game out no matter how long or short 


the experience may be. A fun little racing title, but not a és. 
spectacularly challenging one. SS 
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When we’re four years into a system’s life-cycle and 
spoiled with third generation titles, it’s rare to play a game that is 
totally unique, but R/C Stunt Copter manages to pull it off. Referred to 


: fondly as a “Software Toy”, you may well remember reading about this game 
months, if not years, ago. 


Originally titled “Fly By Wire,” R/C Stunt Copter is meant to be a picture-perfect remote 
control helicopter simulation. Going as far as to state that players who excel on the PSX will 
fare near godly using an actual, physical remote unit. 


The first thing | should tell you is that flying R/C copters is damn near impossible, which makes learning 
to fly them so gratifying. The game is set up to mirror actual remote helicopter controls (or so i am led to believe 
because no matter how long | hang out down at the remote airstrip, the land-loving pilots won’t let me take a turn 
FUEL ee! with their fliers). R/C takes full advantage of the Dual Shock making use of both sticks. The analog control is 

easily the most accurate | have seen on the PlayStation to date. Regardless, controlling the virtual helicopter is 
definitely a task, it takes hours upon hours to master, and even then you will only be able to pull off simple ariel 
maneuvers — turning, banking, hovering, and some spectacular crashes - but it somehow seems worth it. Also 
important to note, according to the manual, the two other alternatives for controlling the helicopter include the 
regular digital pad or telekinesis (for Carrie, Yoda, or Yuri Geller). 


The overall design and difficulty ramp is done brilliantly. Starting off in the tutorial mode, you have to 
advance through 10 training missions before the game opens 
up dnd, depending on how well you score, different copters 
and skill levels become available. Each skill level — rookie, 
pilot, captain, ace - features five stages, each with five 
levels. The stages test everything from your landing 
Skills to marksmanship. As you progress through the 
Stages, new levels and environments will open up. These 
levels can also be played in the 2 player mode. 


One of the main things that keeps the game 
entertaining, and keeps it from getting repetitive, is the 
sound. While there is no music in the one and two player 
game, which was a letdown because the 
background tunes on the free flight mode rock, 

there is great sound effects and superb commentary. 
Normally, i would expect the voice to get cheesy or stale 
after hours and hours of gameplay, but, somehow, R/C 
manages to swing it. There is definitely a sarcastic sense 
of humor being played out in everything from the manual 
to the one-liners that get hurled at you. Graphically, 
R/C looks simple, yet very clean and bright. it moves 
fast and keeps a good frame rate. 


Alas, after all is said and done, the game still lacks 
in some departments. While it will surely be fun for a while, 
the fact is (and the manual even states): “You will NEVER beat this game.” 
So why should | play it? The manual offers its suggestions, and they 
dre valid - there is always room for improvement kinds of answers. But 
still, as the old adage goes, “if practice makes perfect, and nobody’s 
perfect, why practice?” | kind of got that feeling after playing 
the level 5 slalom course for an hour. Eventually, i would 
get stuck somewhere, where it was a chore to get 
by the level, and i could see nothing wrong 
De ue sea belated in what i was doing. Then, countless 

inally thank their remote gods 5 
because this is the game they’ve been ‘helicopter meets ground’ 
eres = As ee rest of = the a 1 episodes i had became 

‘but will wear thin after a couple of days, Sill discouraging and | just had to 


if you are looking for something to fill up your time walk away for awhile. 
and is difficult to master, R/C Stunt Copter is calling 
your name. Fly. 
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Any title produced by the people who created the genre- 
shattering Grand Turismo is going to get a fair amount of attention, 
even if it’s little more than a dancing/puzzle game. Dedicated gamers 
don’t have to worry about any such craziness, however, ‘cause Polyphony’s 
follow-up is a lot more involved than that. 


The game itself plays like a 3D side-scrolling shooter, an update to those crazy arcade 
games that suck your tokens like there’s no tomorrow. The action is a close cousin to hyper- 
kinetic twitchers like R-Type, Gradius or Thunder Force. While you have some ability to move in six 
degrees of freedom, you’re inevitably pushed along a track towards the confrontation with the boss at 
the end of the level. When you reach the bosses, the idea is to lock-on all your missiles as fast as you can, 
fire them off in a huge burst, then hit the boosters to fling yourself out of the way of the now-irritated boss’ 
weaponry. Some of the later bosses literally fill the sky with pulses of energy and hurtling missiles, so there 
isn’t a lot of fudge factor for screwing up. 


The controls are simple and easy to get the hang of. The Ll button instantly flips you around and 
orients you towards incoming danger, a feature that all 3D games should have. No more getting disoriented 
or confused as you tumble around at high speeds, simply press the button and you’re immediately facing the 
baddies. Once again, as always, the Dual Shock proves itself to be the most versatile video game controller ever 
designed when combined with this game. i couldn’t imagine trying to play Omega Boost with a plain old digital 
pad. 

Like all quarter munching Japanese shooters, your health is at a premium. Dying within a level 
will start you back at the beginning, irregardless of how well you might have done up to the 
point of your destruction. i’m not a big fan of getting killed as I’m facing off against a boss’ 
final form, only to find myself suddenly dropped back at the start of his area. You need to be 
really stingy with your damage meter; getting smacked by other mecha or hit by enemy fire 
does a pretty significant amount of damage. 


Difficulty ramps up like nuts after the fourth stage, which makes sense when you consider 
the short length of the game. While there are supposedly 19 stages, it seems that some of those 
are specific bonus levels you open as you complete the game with higher rankings. And despite 
the intensity of the play, it does seem like a short game. The Tunnel stage, at Level 5, is a devilishly 
difficult level, where you’re being attacked 

from all directions, including behind you, 
while hurtling through a tight tunnel filled with 
obstructions and laser fields. Strike a wall or jutting 
projection and the Omega Boost will tumble out of 
control for a few seconds, sometimes smashing 
into other obstacles, which sends you further out 
of control. Many continues were spent getting past 
this point. 
Backgrounds are mostly empty space without 
a lot of geometric complexity, which allows 
to stick all their polygons in the enemy vehicles and 
mecha. The game flows at eye-blink speeds and | was constantly 
impressed with the overall visual quality of this game, even though 
a lot of other PlayStation titles are beginning to have that “seen it 
before” look to them. Polyphony has even incorporated a replay 
camera, much like GT’s, that will capture the action as you 
zip through the level, then play it back like a cross 
between ESPN hihglights and an MTV video. You'll 
hardly believe this is a three year-old game 
system as you watch your last run being 
replayed in high-res. There’s also 
the option to use a first 
camera view for shooter 
fans, but it’s very hard to 
use. 
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Watch much anime? Like 
hardcore fast arcade action? 
Omega Boost takes the software tricks 
the team learned while producing GT and 
applies it to a 3D action shooter for an altogether 
fantastic explosion of eye-candy. There are no floating 
life-up icons or weapon upgrades in Omega Boost, either, 
so you can’t even pray for a lucky power up before you 
hit the boss. You'll be granted a pinch of health when you finish 
the boss at the end of each level, but it’s hardly enough to get you 


through the next stage. Or, maybe it’s just ‘cause I’m a hopeless spaz at 
these types of games. Despite my own shortcomings and the brief nature of 


the game, | highly recommend Omega Boost. 


COMrs Dehit= 


| Analog ‘Control ) EB Vi bration Function 


| Compatible 


‘e 2| Compatible 


BY . GENRE: 7 Action/Adventure 


s/n t OF tI Ge PUBLISHED BY: | Lucasarts 
ie ai) Ape 
| = ORIGIN: | USA 


AVAILABLE: {NOW 


I’ve come to the conclusion that Lucasarts does 
not really want to succeed on the PlayStation. Sure, their 
previous Star Wars games sold decent numbers, but that’s because 
it's Star Wars — the games themselves have either been cheap PC ports 
with little to no work done to make them PlayStation friendly (i.e., Dark Forces), 
or original titles that were hopelessly flawed when compared to other, better games 
in the genre (Masters of Teras Kasi). Now, we have Episode 1: The Phantom Menace — a 
game that was released for PC a few months back (when the movie hit theaters). 


The Phantom Menace follows the basic plot and areas of conflict found in the movie. You play as 
four different characters from the film — Obi-Wan Kenobi, Qui-Gon Jinn, Queen Amidala and Captain 
Paneka — in an effort to defeat the forces of the Dark Side that threaten the existence of the Galactic 
Republic. You will come into contact with other key characters from time to time (Jar Jar Binks), but you 
are basically on your own. The game itself is presented in real-time 3D, but with a top-down, isometric 
perspective. There are 13 levels in the game — all taken from the movie and, as Obi-Wan, you have the 
ability to use a Light Saber, Blaster, Thermal Detonators, etc. against the bad guys. You can also jump, 
climb, roll from side to side, stun enemies through the use of the Force, push and pull crates and logs, 
flip backwards, activate switches and talk to other characters in the game. Sound pretty good, right? Well, 
it sounds better than it is. 


Unfortunately, the game is sort of like “My First Adventure Game.” it is very linear, the dialogue 
between your character and the NPC’s you come in contact with has no choice but to follow a 
predetermined path and there is always only one option for making it to the next area. if 

Qui-Gon tells you to do something and you ignore him or go the other way, the worst thing 

that can happen to you is that you encounter more enemy fire. it’s not that the action is 
bad... it’s just very average and below what i believe players’ expectations were for this 
game. 


Graphically, things are pretty bad. Because of the limited viewpoint given to the player, 
there will be many times when you will take cheap damage from enemies that you can’t 
see because the camera is not behind you and you have no control over it. Worse; the game 
looks like a first generation PlayStation title. it is presented in 320 x 200, at a point in time 
when far more sophisticated games are 
making use of much higher resolutions. The 
character animation is stiff and, again, very 
average and there is little in the way of detail. Heck, 
the developers (Big Ape: Zombies Ate My Neighbors) 
couldn’t even be bothered to put a shadow under 
poor Obi-Wan. Try a few tricky jumps with no shadow 
to clue you in to where you are landing... not fun! 


Of course, it is still Star Wars and that is exactly 
what Lucasarts is counting on. if you’ve played any 
of their PC or N64 adventure games over the past 
couple of years, you will instantly have a feel for 
game controls and all of the switch throwing and box pushing 
that you will be doing. The new wrinkle is using the Light Saber, or oa me 
ds in the movie, as a defensive attack, by reflecting Blaster bullets all ce: 
aimed in Obi-Wan’s direction. ‘é * : 


Other than this gameplay element, there is nothing in 
Episode 1: The Phantom Menace that you haven’t 
played before and the graphics aren’t good 
The Phantom Menace will enough to keep you interested and playing. 
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ee aaa eee eter receatig tls It’s not a horrible game, but it is = 
review, Star Wars fans will go out - 
and buy it. It’s just such a shame that barely average and yet another 


it is not very good. Poor graphics and PlayStation letdown for 
average, uninspired gameplay doom the title 
to the middle of the pack when it comes to all Star Wars fans, this one 
of the quality PlayStation titles that will be shipping included. 
this holiday season. Heck, this would have been average 
in the PlayStation’s first year of life. In its fourth, it comes 
off as a cheap cash-in on the movie license, and nothing more. 
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Although the 16-bit days may have been eons SS 
ago in video same years, in real life it wasn’t that long | 
ago. Sure, the graphics were plain and the sound wasn’t : As = 
much to write home about, but some real classics were developed a | ——- 
back then. Because the programmers didn’t have today’s technology Tae . } 
to use as a crutch, they needed to make sure their sames were fun. A 
bad same back then was decidedly unimpressive and a good same shone, 
despite the limitations of the technology. 


The true test of a same’s quality, though, is its longevity. is it still fun to play today? 
if you can answer yes to that question, then the game is a classic. if not, then it is simply 
a selective memory playing tricks on you. in the case of the Final Fantasy series, the answer ee 
to the question is an emphatic YES! Even though most U.S. gamers weren’t introduced ' = is 
to the series until Final Fantasy Vii, the series has been around for years, but it was much 
more popular in Japan than here in the U.S. 


Realizing the audience potential, Square decided to go back and re-release both Final 
Fantasy V (previously a Japanese exclusive) and Final Fantasy Vi (previously released as 
Final Fantasy iii on the SNES). The re-release, entitled Final Fantasy Anthology, keeps the 
games true to their original look and feel, but goes beyond simple repackaging. Both 
games now feature CGi cutscenes and memory card support. There is also a 
third CD included within the package. This disc is a music disc, with selections 
from both games. 


Even though the core games may look a bit dated, i’m quite glad that Square 
didn’t feel the need to redo everything for this release. The games themselves 
are quite good, as-is. The addition of the rendered cutscenes, which are just 
beautiful, and the inclusion of some bonus materials on the Final Fantasy Vi 
disc, are more than enough in terms of “extras.” As for the games, if you 
started playing video games during the PlayStation era, the visuals will look 
a bit simplistic, but you won’t notice for long. The story and gameplay will simply 
draw you right in. 


The game that really shines, 
and makes the anthology a definite 
purchase, is Final Fantasy Vi. Considered 
to be the epitome of the Final Fantasy 
series, Vi is a better same than either Vii 
or Vill. This isn’t to say that Vii or Vili are 
bad games, Vi is just that much better. 

High points in Final Fantasy Vi include 
the Celes Opera scene, a classic in every 
sense of the word, and the use of the 
Espers, or summon masgic. Also of note 

are the number of optional side-quests that 
can be performed. This is a game you can easily play 
through more than once. 


Final Fantasy V, while not quite the epic same that 
is Final Fantasy Vi, is still quite good in its own right. wt 
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allows players to customize their skills. The AY LING 
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2x Pot ion/Tincture in Final Fantasy Tactics. Final Anthology is worth the price for Final _ 

Fantasy V also lacks some of Fantasy VI alone. Used copies of the SNES Final 

Fantasy Ill still sell for close to $50 among collectors, 
the extra bonuses that so picking up the anthology is well worth the price. Factor 
are found on the Final in the extras included with the anthology (and the fact that you 


Fantasy Vi disc don’t have to worry about a cart battery dying on you and killing 


your precious saved games) and the anthology is even more attractive. 


Add Final Fantasy V to the mix and the anthology is a must-buy. My only 
complaint about the anthology has to do with a comparison to the Japanese release. 
ene Final Fantasy IV was included in the foreign release. It would have been nice to seen IV 


included here, as well. If it came down to a choice between Final Fantasy VIII and the Final 
Fantasy Anthology, | would have to say go with the anthology over VIII. It is that good. 
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Since | liked Soul of the Samurai so much in the last 
issue, while all the other game magazines dumped on it, Greg 
decided to punish me by making me play Konami’s sequel RPG, 
Suikoden 2. While i’m pretty sure that i played at least some of the first 
game, it’s blurred into the general background haze of games starring young 
boys saving kingdoms imperiled by the forces of evil. Why is it that every Japanese 
RPG is essentially the same story and that that one story is Star Wars? 


Just like every other Japanese RPG, there’s the inevitable 30 minute intro, where 

you're essentially doing nothing more involving than pressing the X button to scroll up the next 

4 i ,~o' o | three lines of text. This, of course, leads into the obligatory monochromatic flashback scene as the 
- ee )6—hCUCC LG credits roll. Note to Japanese RPG developers;this approach was effective six years ago. Please find 

y ¥ is another approach to exploit. Actually, it’s not as bad as i make it out to be — it’s not nearly as insufferable 
as the intro to Star Ocean 2, which goes on forever and ever. Suikoden 2 gets you going pretty 
quickly for an RPG, but what follows is nothing to be excited about. 


| first spent some time at the start as a prisoner, doing menial tasks such as fetching items or wiping 
up oil spills on the floor. Being a janitor is not the sort of role i enjoy playing — i get enough of it in real 
life, cleaning up after Greg’s messes. Eventually you bust out of the prison and head out into the world, 
but by this point | had already been massively underwhelmed by much of what the game had to 
offer and wasn’t really looking forward to spending another forty hours playing with it. 


oe “i As in the first game, the characters and environments are all 2D. The point of clinging to 
SSS old school 2D styles is that artists are able to do more with sprites than with polygons. 
ect laliaianodie However, Suikoden 2 is not particularly well drawn (unlike some other 2D RPGs, like Square’s 
upcoming Secret of Mana 2 or Chrono Cross games). Going back in time (and actually doing 
some research into the PS Extreme archives for once) reveals that the graphical appearance 
of Suikoden has not changed much from the first one to this sequel, even though two years 
have passed in between the titles. Also, Suikoden 2 doesn’t make use of the Dual Shock. 
With neither analog control or the slightest bit of rumble, this game could easily be mistaken 
for something released in the first year of the PlayStation’s lifecycle (and this is not a 
compliment). 
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| Heals 100 HP 


Battie sequences are made up of 2D 
figures on 3D backgrounds. The camera 
at will zoom in and out with the action, but the 
—E——————— characters become heavily pixelated as they are 

- |. enlarged, which ruins the effect somewhat. One 
of the features | did like is that, after you input 
your battle commands, they’re carried out 
simultaneously by all members of your party, 
instead of going through each attack character 
by character, battles appear to be a little more 
cohesive. 


Mysteriously, you’re given the option to load 
data from the first Suikoden. Does anyone still have save games 
from the first one? If you’re one of the freaks who sat down and 
found all 108 hidden characters in the first game, you might have 
decided it was an investment worth saving. Over a third of the 
characters from the original game will pop up in some 
form or another, with an additional 100 or so 
scattered about for you to recruit, or bribe, 
| used to enjoy RPGs a great to join your cause. You won’t be running 


deal, back when there were fewer all these goobers at once, of course. 
of them to play. Now, they just make me 

sleepy. There’s no real sense of innovation Your party maxes out at six, 

within this genre. Squaresoft brought RPGs to which is still a pretty 
the current level with Super Nintendo Final Fantasy healthy-sized 

3 back in the beginning of the decade. Since then, there ealthy-sized group. 

have been slight improvements (CG rendered sequences, 

longer games, etc.), but the games are mostly the same. If you 
were a fan of the first game, chances are you'll still enjoy this 
particular title, but there are a number of better RPGs available now 
that I’d recommend over Suikoden 2 
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There’s definitely something to be said for pushing 
the limits and experimenting with current hardware. Many 
of the best games out there are a result of developers trying 
new things and doing things that are “against the rules.” Part of 
pushing the limit though, is knowing when you’ve gone too far. 
Unfortunately, this point seems to be lost on the developers of G.Police: 
Weapons of Justice. 


The concept behind G.Police: WOJ is great. The design document for the game must 
have been a producer’s dream — a free roaming 3D world, real-time texturing, full freedom 
of movement, etc., etc. Problem is; the PlayStation hardware simply can’t handle it. This is a 
game that should have been made for a high-end PC or the PlayStation 2, not the current PS 
hardware. As a result, just like the first G.Police, the sequel suffers from a cluster of over- 
ambitious game ideas paralleled with hardware that just can’t keep up. 


Part of the problem with G.Police: WOJ has to do with the visual design. Whoever was 
contracted for the design work on this same went completely overboard. The first time you 
see G.Police: WOJ it looks like a killer game. The screen is full of pretty colors and there are 
cockpit sauges everywhere. Soon you’ll come to realize that the cockpit isn’t full of useful 
information, it’s simply a cluttered screen. On top of that, the game suffers a bit from the 
dreaded slow down from time to time. 


Once the same finally loads, you’ll be given a short mission briefing and be off on 
your first assignment. The first few levels of the same are quite dull. You’ll spend 
the first hour just flying around, coming to grips with the complex controls while 
shooting down gang members. it gets old. 


Sound effects are the one area where the game excels. Gunshots, scraping 
metal, explosions, voices — they’re all here and they’re all crystal clear. You 
wouldn’t think a poor game would have great voice acting, but it does. As far 
ds music is concerned however, it is back to blandness. G.Police: WOJ features 
recycled techno music. Nothing terrible, but nothing special either. 


Another problem with the game involves the scenery, there usually isn’t much 
there. Because G.Police: WOJ is 

pushing so many polygons, the 
developers needed some way to speed things 
up. Normally developers would resort to 
fog, but here they did something different. 
G.Police: WOJ doesn’t draw anything until 
you are practically on top of it. The same 
is nice enough to show you a green oufline 
of the city, but that’s about it. Your can see 
approximately 50 - 100 feet in front of your 
ship when in the city — definitely not enough 

room to mdneuver properly. 


in those rare instances when you can make out 
everything around you, control of your craft is acceptable, 
but by no means wonderful. i played the same with both 
analog and digital control. No matter which controller wt 


| used, nothing seemed precise. instead, it felt <O 
oe LING 
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ds if | was blundering my way through the 


game. z 


Throughout the game you will G.Police: Weapons of Justice 


is one of those games that 


pilot five different vehicles. makes you wonder why there is a 
F This manages to add some sequel in the first place. The original, 
* aN iia while admitefly innovative and ambitious 
= variety to G.Police: WOJ, but for its time, was not a success at retail by any 
oN\ «. ’ it does little to enhance. means. If flying (and driving) around a futuristic 


e ce city shooting bad guys while bland techno music 
. * | plays in the background is your thing, then G.Police: 
y 4 ae WO%J might be worth a rental, but | wouldn’t suggest 


purchasing it. 
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| got hooked on Tail Concerto way back in May 
of last year when it was released in Japan under the Bandai 
label (see Export, Volume 3, issue 8). The game, with its anime- 
style characters, unique play mechanics and great graphics, was a 
joy to play, albeit a bit frustrating for me — mainly due to not being 
able to understand the story and what the characters were saying because 
of the Japanese text and voice. | was definitely surprised that, at the time, 
Bandai had no plans to release this great game in the States. The bad news is, it took 
a year-and-a-half (a lifetime in videogame years) for someone (in this case, our friends at 
Atlus) to take the initiative and localize this gem of a game for the American market. The good 
news is that the process is just about finished and the game is ready to ship. 


A mixture of action/adventure with small amounts of role playing thrown in for good measure, 
Tail Concerto chronicles the life of Waffle Ryebread, an officer of the Prairie Police Department 
who has been assigned the case of tracking down the mischievous Black Cats Gang. This group of 
two-bit, busty felines have been causing all sorts of trouble, literally littering the world of Prairie 
with destructive kittens in an attempt to raise a legendary, evil iron Giant (no relation to WB’s new 
animated movie) from the dead. Waffle’s been charged with bringing them in, and his adventures 
promise to take us throughout the breathtaking world of the floating islands of Prairie. With the aid 
of his friends and fellow officers — and the Police Robo (a kooky mech-style suit) — Waffle will 
get the job done. 


While some may find this “kid-friendly” game a little too easy and cartoony for their 
tastes, for me, it’s like a breath of fresh air and a nice departure from the typical deluge 
of genre clones. The story is fleshed out with top-quality anime sequences, in-game cut- 
scenes and superb character voice-acting. This is definitely the most endearing cast 
of video game characters I’ve come across in a long time, and you feel like you’re playing 
inside a cartoon world. 


Tail’s graphics, surprisingly, haven’t aged one bit. in fact, the game looks better 
than a lot of the fourth-generation titles hitting retail this holiday season. Held together 
by a really tight 3D engine, TC’s environments are colorful, well-detailed and cleverly put 
together, so it’s never victim of the 
dreaded pop-up. The music is also 
noteworthy, with catchy tunes that stick in 
your head long after the power button’s been 
shut off. 


Controlling Waffle is a fairly basic and easy 
thing to do. For most of the game, you'll be firmly 
entrenched in your Police Robo mech suit (which 
has these funky, multi-jointed arms). This suit 
allows Waffle to slap and grab items and enemies, 
then stuff them in a pack on its back, as well as 
throw items at enemies (such as bombs, barrels 
and even furniture). in addition, it can aim and shoot bubbles 
and jump and temporarily hover in the air (by crazily flapping 
its arms). There are also some extra bits and goodies — one 
level has you navigating a series of roller coaster-style mines 
via a mine cart, and another has you flying with a jet pack 
strapped to your back. 


There is one downside though; the same’s 
With great game mechanics, a bit short overall. Don’t expect hours 
a solid and state of the art 3D upon hours of adventuring to be 


engine, and the most charming cast 


of kooky characters this side of Winnie had here. An eager gamer 
the Pooh, Tail Concerto is pretty much a with three or four hours 


winner all-around. While it’s definitely on the ; 
easy side, a bit short and some might find it a on his hands will be able to 
little too kiddy for their tastes, | quite enjoyed the breeze through the 
experience and would recommend it to both youngin’s game 


and adults alike. 
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the standard is back! R-Type Delta 
returns with more of the frantic finger 
pounding excitement everyone expects from 
the R-Type series. Get ready for cool new weapons, 
more fiendishly clever levels, outrageous enemies, 
and all new 3D graphics designed exclusively for the 
PlayStation. This is the game that shooter fans 
everywhere have been raving about, so get that trigger 
peatly and check out R-Type Delta. 


e All new 3D graphics for the PlayStation 


ed 


¢ Dual Shock Compatible 
e 4 ships plus a hidden ship 
e 7 levels of frantic trigger finger frenzy 


e Top scorers can post and compare scores 
on the Agetec R-Type Delta Web site 


ASCH GAME ENTERTAINMENT TECHNOLOGY 


Agetec, Inc. 900 Veterans Bivd Suite 600 Redwood City, CA 94063 


©IREM SOFTWARE ENGINEERING, INC. All rights reserved. R-TYPE Delta and the R-TYPE Deita logo are registered trademarks 
of IREM SOFTWARE ENGINEERING, INC. Published by Agetec, inc. Agetec and the Agetec logo are trademarks of Agetec, inc. 
All other brand and product names are trademarks or registered trademarks of their respective owners. 


PlayStation 


JIEWED BY: GENRE: | FOOTBALL 
orts DAVE WINDING PUBLISHED BY: ==> = 99> 
pw  ——mummpumuuues OEVELOPED BY: © 
URIGIN: —-— 
# OF CLS: © 
AVAILABLE: , | 


- It is the fourth year of the football wars (the fifth for the 
» —_—=NFL GameDay series, which had a one year jump on EA Sports’ Madden 
a NFL Football franchise), and it has come down to a battle of features 

wa and gameplay styles. As the PlayStation approaches the end of its useful life 
- (soon to be followed by a $99 afterlife at K-Mart and Target), there isn’t a whole lot 
- going on, in terms of technological, graphic and gameplay breakthroughs. At this point in 
wa time, the game developers are simply giving you more of what you’ve enjoyed in the past and 
(hopefully) fixing a few items that have been broken in previous versions of the game. You can see my 
analysis of Madden NFL 2000 elsewhere in the sports section. For now, let’s turn our attention to NFL GameDay 


2000. 


Graphically, the game’s polygonal engine has not changed significantly — its basic look is very similar to last 
year, although the players look a little cleaner — thanks to the additional poly’s with which they have been injected. 
There are, however, a number of features and gameplay animations that are all-new for the 2000 (1999 in the 

real world) season. Because of a new running animation/gameplay feature that gives the running back the ability 
to bounce off tackles, the defense now has the ability to gang tackle. in addition, the defense can execute shoe-string 
tackles, low and high wrap tackles and drag down the ball carrier. On the offensive side of the ball, new animations 
include across-the-body catches, shoestring catches, sideline, tip-toe catches and chop blocks. Most of these 
animations are a result of proximity to the ball/ball carrier and are not additional button pushes. 


In terms of features, the list of new stuff is pretty extensive. Phil Simms (Phil and Dick Enberg are still 
in the booth, although they no longer work together in real life) is now in control of the Telestrator and 
he will diagram and analyze big plays — kind of cool when you’ve just ripped a long one on a buddy. 
In addition, the 2000 model of GameDay features team-specific playbooks that are roughly twice 
ds large as last year, a Training Camp mode, the ability to play as a specific player, the ability to 
manage a team over multiple seasons and import players from NCAA GameBreaker 2000, throwback 
uniforms, stat tracking in even more categories than last year, and a play editor. 


But, it doesn’t stop there... you just ain’t gonna believe this one... the 989 Sports people are out 
of control; they have included touchdown celebration music that 
includes songs by Aretha Franklin (Respect), The Alan Parsons Project 
(the intro. to “Eye in the Sky”) and the songs, “Louie-Louie” and “Shout” 
(i don’t know the name of the group that originally did the song, but Otis Day 
and the Nights did a great rendition in “Animal House”). From the opening NFL 
Films-style video to the play-by-play and color commentary, to the victory music, 
the overall presentation in GameDay 2000 is unbeatable on the PlayStation. 
The gameplay will give you a feeling of deja vu — the main difference 
in this year’s model is that there seems to be a little more emphasis 
placed on the running game. Fans of the series will notice that you 
still can’t cross the goal line (you get bounced out like you just 
hit a brick wall — a problem that dates back to the original, sprite- 
based NFL GameDay), and that the pull-back camera at the line of scrimmage still does 
not pull-back far enough to allow you to see the wide-outs. There is a lot less 
one-on-one tackling in this year’s model; there is no question that the 
game was designed to encourage you to run more and bounce off 
of primary and secondary tacklers. The result is that there is 
a lot more gang tackling in this game. 


So, it boils down to this; proven, quality 
While there is no technical or gameplay, an extensive list of new 


gameplay revolution to be found features and just enough dudio and 
in GameDay 2000, it has evolved quite 


nicely. The football franchise that started graphic improvements to keep NFL SIMD Yo % — 
its life with great gameplay and very little GameDay 2000 a length ahead : en 
glitz now has the beauty to go with its beastly aay pane Me c* 
gameplay. It’s time for the new season and fans of the second horse ina ap ds Gn ees 
aren’t going to want to miss it. two horse race. pA “Riage® NS Wi 
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EA’s Madden series has been in a perpetual state of 
catch-up with 989’s NFL GameDay franchise. The original NFL 
GameDay launched in 1995; the first Madden game came a year later. 
in 1998, GameDay made the jump to polygonal animation; Madden followed 
suit a year later. Because of this development edge, | have, from year-to-year, felt 
that the Madden series was always a step or two behind GameDay. And, in terms of 
gameplay, Madden has been my second choice; i have felt that the Madden franchise (beyond 
its first couple of years on the Sega Genesis) has lacked the intensity in gameplay that GameDay 
has consistently delivered. 


Well, guess what? it’s a new season and, while over the past two years EA has been able to close the gap 
between the two products, the question is; are they there yet? No, but they are very close. 


Madden NFL 2000 begins by offering the player a number of new features for the 1999 season. The 
most instantly recognizable of these is that they have player models that are scaled to different body types/sizes 
and positions. You can actually see the fat linemen and the small and quick receivers and d-backs. Best of all, 
you can feel them too. All you have to do is try diving at a running back with one of your 300-pound linemen to 
feel the Dual Shock go berserk. in addition, the game engine is much cleaner looking, making the choice between 
the look of Madden 2000 and GameDay 2000 a matter of personal preference (Madden is a little more 
detailed, GameDay looks a little smoother). it also runs at a steady 30 frames per second (a first for 
the Madden series) and this effect is immediately felt in gameplay. Players move smoother, 
faster and there is none of that sloppy, “skating on ice” feel that has plagued past Madden games. 
The passing game has also received some attention, as the sense of feel that you get from the 
touch passing game is excellent (quick tap of the X button to rifle the ball, followed by another 
tap of X to activate the designated receiver, followed by a tap of the triangle button to jump 
to make the catch). You will also find a better feel on the other side of the ball, as the timing 
required for you to react to the QB’s pass, position your defender and jump up to knock the ball 
down is very tight... but the sense of accomplishment when you execute correctly is great. 


Also, the EA Sports guys have expanded the game’s franchise mode to allow for multiple players, 
the game will track player hot and cold 
streaks, there is more taunting (take or 
——ae Cassese ® leave these, depending on your tastes), more 
: »}—<«§§ stats and some very good crowd audio — its reaction 
oe] ¥ to a hard, nasty hit being particularly satisfying! 
Lastly, the game Ai has been greatly improved. 
if there are go-to plays in Madden 2000, i wasn’t 
able to find them and the play-calling 
adjustments made by the computer offense are 
aggressive and lead to better games against the 
computer. 


The Madden series on PlayStation has always strived for a broadcast quality 
presentation. While the 2000 version of the game is certainly as close as 
they have gotten to this goal, the real story this year is in the improved 
gameplay environment. While still not quite as addictive an 
experience as GameDay 2000, it offers far better 
interaction than any previous Madden game and is “a 
a tremendous amount of fun — both as a multi- ii 

player game and (finally) as a single 
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A major leap forward for the 


player contest. It’s been four years Madden series; EA Sports comes 
in the making but EA Sports through with the best Madden game 
P is they have yet to produce. While | still prefer 
has finally produced a ‘Gold the GameDay gameplay style, Madden 2000 


Madden game! is a quality game of football. After three years of 
making frosting, EA Sports has finally got some high 


> : quality cake to slide underneath it! 
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College football season is upon us, and that 
‘i means your Saturdays are pretty much booked until 

December. it also means that EA Sports has come out 
with another college football title to compete with the latest 
college offering from 989 Sports. This is now the fourth year that 
these two products have gone head-to-head, and the third that i have 
had the honor of reviewing them (Dave handles the pro game). Now, excuse 
me by not being overwhelmed by anything here, but things have not changed 
all that much over the past few years. 


Now, | know that between the end of the intro paragraph and the start of this one, 
many cries of “aaghhhh” were let loose. Before you head over to your Snoopy note paper 
and begin your “poison-pen” letter, let me share some thoughts, so that you, too, may 
become one of the enlightened. First of all, despite the numerous additions and changes 

to NCAA Football 2000 (which we'll get into in a moment), the basic GAMEPLAY remains 
the same. Your receivers, running backs, linemen, and QB all still “skate” across the field, 
never really giving you the feeling that you have total control over what they are doing. The 
age old issue of ‘feel’ is still present in this series, although EA did improve upon it this 
year with Madden 2K. For instance, pitch the ball to your back, head to the sideline, 
and then try and cut it back to the left (or right), and your player will take another 
2-3 steps before he actually makes his cut. You see the hole open up but, by the 
time your guy can react to your inputs, he generally will find that hole closed 
before he gets there! Again, this is nothing new — it’s been going on for 
years and, if you haven’t been annoyed with it in the past, then it surely (stop 
calling me Shirley) won’t bug you now. For my tastes, it still bugs me. AND, then 
there’s the passing game, which still seems as haphazard as ever. The end 
looks open — you zip it over to him — three defenders magically appear and 
break up the play. Or, your guy is triple covered, you chuck it up there anyway, 
and he catches it for a 40 yard gain. Oy. i’m reminded 
of the Rolling Rock ad (who says ads don’t work?) where 
they end the commercial by saying, “same as it ever was” 
(or was that a line from a Talking Heads song?). 


Ok, so you’re already aware of how the NCAA series plays, 
and you just want to know what’s new. Fine. Here’s a laundry 
list of new stuff: 140 teams, 100 new player animations, deeper 

Dynasty Mode, new player management (can now 
Red-Shirt a player) and recruiting options, inclusion 
of the ivy, MEAC, and SWAC leagues, over 1,100 
plays, a Create-a-School (but you don’t have to hire 
any teachers — just like Minnesota), new pre and post- ERT enc. ON 
play celebrations, and a couple of other things thatican’tthink || «3,8 | ee 
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of right now. You get the idea here, right? Same ol’ gameplay || —— tay =. = *- : 
(even those annoying random ‘false starts’ are stillin ~|— ay eo ve 
there) issues, but lots more “make-up to tryand || ite eT rea 


cover the age of this once attractive football r 
game”. Certainly, fans of the serieswon’t _| 
be disappointed with the latest © ———————————— 
iteration, unless they’ve been ~* 
teehee ee looking for something 
more reatures fo a sports series, ye . 2 : 
leaving the basic gameplay engine intact. different, in which case they 
EA Sports has shown that they can add should try 989’s NCAA 
features AND tweak gameplay with the new 


Madden, but it would have been nice to see that GameBreaker 
same effort applied to this game. 2000. 
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Ahh, this is better. After just finishing off EA’s 
NCAA Football 2000, i was let down to the point where 
i wasn’t excited about the coming college football season 
(although, by the time you read this, it will have started). i’m glad 
to say that it only took one half of one game of 989 Sports’ NCAA 
GameBreaker 2000 to be completely cured of any football ills that | may 
have had! 


if you read my review of NCAA Football first, then you know that | down-graded the 
game for being “more of the same” with the usual assortment of a year’s worth of facelifts. 
Well, with all due respect, GameBreaker is also “more of the same”, but THAT is a good thing 
with this title. Why? it all boils down to gameplay, and you just can’t beat the control that is 
found in this game (or in its big brother NFL GameDay 2000). First of all, when | make a cut 
with my running back in GameBreaker, he responds quickly to my commands, and any additional 
information (supplied via the icon buttons — spin, juke, hurdle) is instantly recognized and 
performed. Read the NCAA Football review, and you'll find that this isn’t the case in that 
game! Second, when a receiver is open, | want to be able to zip the ball into him before the 
defense crowds around. in GameBreaker, if a guy is open, and you can react quick enough 
to spot the open receiver, then you'll be rewarded with a completion. in NCAA Football 
2000, the passing game is not as true, and half of the time a swarm of defenders 
will surround your guy (LO, 15, 20 yards, makes no difference) before the pass gets 
there. Lastly, everything happens quickly and smoothly in GameBreaker, and if 
it’s not quick enough for you, you can alter the default game speed in the options 
menu. i hate to keep harping on EA’s game, but the game is nowhere near as smooth 
or quick, and I'll leave you with one last comparison; on defense, if you're in position 
for an interception, you will be able to change to that player and jump up to 
snag the pass 9 times out of 10. You have a great sense that you made that play 
happen. in NCAA Football, you’ll attempt to do the same maneuver (quick player 
switch followed by a jump), but the bail will go sailing right past your guy 9 times 
out of 10. You’re left with the feeling 
of “What gives? | was right there??”. 


Everything is in place — Keith Jackson, 
a new Career Mode and Fantasy Mode, 
updated play editor, Total Control Passing, 
and my favorite new gameplay option, Max- 
Pro Offense. What this little gem does is, 
when activated, it will make your RB or 
HB stay in the pocket for added QB 
protection during a pass play. As you step 
to center, you glance over the defense and, if you don’t like what 
you see, but don’t want to call an audible, then simply have the 
‘back stick around, and give you the extra help (and time) you 
need to get the pass off to the guy that’s in single coverage! 
The graphics have been spruced up a bit, as the player 
models are even more detailed than they were 
last year. They are cleaner and more life- 
like than the competition’s. Lastly, there 
are more than 114 college teams, 


SCORE: 


It should be obvious to anyone 


with all of the post season that’s had the pleasure of playing 
awards and bowl games NCAA GameBreaker 2000 that it’s head 
& shoulders above any other college game 
that you can think of. on the market (uh, that would be NCAA 


Football 2000). In fact, | say it’s the single best 
college football game of all-time, bar-none! With 


praise like that, you would be wise to check it out for | 
. yourself and see if you agree! - 
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Motocross games are definitely a staple with any 
» popular console platform (8-bit, 16-bit, 32, etc. — Excitebike 
on the NES is still a perennial favorite). Unfortunately, it seems 
like it took a while for the PlayStation to come into its own in this 
regard, with a few false starts early on. Playmates interactive released 
the first one, VMX Racing, which was developed by Black Pearl. in development 
for what seemed eons, the end result was sub-par at best, leaving motocross 
fans waiting for something better to come along. Next was Acclaim’s Jeremy McGrath 
Supercross ‘98, which was an instant success at retail, but, in my opinion, full of flaws. 
Lastly, EA released Moto Racer and Moto Racer 2 respectively, and earned our respect and the 
crown for the king of motocross-style games on the PS. Here at the end of ‘99, things are about 

7. to get interesting. in addition to Acclaim’s next McGrath sequel and a new effort from 989’s 
Oo _San Diego studios, THQ has decided to enter the race and license their own MX game, Championship 
_ Motocross: Featuring Ricky Charmichael. Let’s see how it performs. a 


The game is set up like any other racing game you might have seen on the PlayStation. You initially 
have your choice of single race or championship mode. in the single race, you have your choice of 
the L25cc or 250cc class and a choice of nine different bikes. You can also select the location and 
Bos. | accompanying weather effects you would like to race in. in the championship mode, as you 
Pew _ might expect, you must progress through each level based ona point system. | spent the 
majority of my time with this title in the Championship mode, as it contains the most 
in depth levels of play. When you start out, you must compete in the 125cc class. You 
do have your choice of bikes, but the courses and weather are both chosen for you. 
There are 12 tracks in all. if you score high enough in the first two races, you are 
allowed to move on to the following levels and then, ultimately, onto the 250cc and 
__ 300ce classes. You can race as either Ricky himself, or against the “future of Motocross”. 


___ At this point in the PlayStation’s life cycle, if a racing game isn’t blindingly fast, 
it will be doomed to failure. Championship Motocross has no worries in this regard. 
This game is extremely fast, more so than just about every 
: other racer currently on the scene. When you combine that 
af : with intensely realistic motorcycle physics and track design, you 
ae se | end up with an incredibly realistic racing experience. The visuals 


ahs; are the best we’ve seen in a motocross game, but that really isn’t 
gn Saying much, there is still much better to be found in most of the 
current third and fourth generation racers. 


COSt Be 
= 
re Geo £6 The gameplay is non-stop action. There are plenty of 
te ie. 


jumps and curves to keep you on the edge of your seat. 

You can control your jump while in the air and pull off 
tricks if you have enough hang time and you can knock 
your opponents off their bikes with a slight “nudge”. My only complaint is 
that ever present “pin ball” effect you get on the tight corners. You 
know what I’m talking about. if you slide into a wall, you immediately 
get bounced back to the other side until you almost have 
to come to a stop. My other complaint is that you have 
almost no ability to catch up if you fall behind. if 
you don’t stay with the pack at the beginning, 
you'll immediately be in 8th place and 
ied meine et et the best you can hope for is a 
q “s eer oh creat) it’s fifth place finish. Some might 
I resection. Heeweter te ay be cab paola i uae 

q lived award as Acclaim and 989 Studios have frustrating! 

games coming out in the next few months. For racing 
enthusiasts, this game is a definite purchase; for the 


casual gamer, the frustration factor may spell rent me 
first! 
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After numerous delays, it’s hard to believe that WWF: 
Attitude has finally been released. Attitude is the last WWF licensed 
game that Acclaim will produce. With that in mind, the programmers set 
out to create THE ultimate videogame representation of modern-day wrestling by 
integrating the atmosphere, personal entrances, and catch-phrases of the WWF with all 
of the wrestling gameplay. WWF: Attitude is the culmination of Acciaim’s attempt to combine 
all of these pieces, and it many ways it does just that and more. 


Thirty wrestlers are available with others waiting to be unlocked. Fifteen different types of matches 
(Career, Tag Team, Lumberjack, etc.) can be combined with a number of gameplay options (Hardcore, Cage, , | Quit, 
etc.). The Create-A-Wrestler mode now allows you to assign individual regular and finishing moves to your wrestler. 
Numerous outfits and personal features (eyes, noses, theme music) are available to mix and match. You also have the 
ability to edit wrestling arenas by using different colors for ropes, lights and by changing the ring apron. Want to create 
your own Pay Per View? Pay Per View mode allows you to do just that. 

Career mode is the main focus of WWF: Attitude. This mode takes your wrestler from the lowest ranking fighting at 
House Shows (non-televised events) to the televised programs...Shotgun Saturday Night, Sunday Night Heat and Raw is 
War, and the monthly Pay Per Views for the European, intercontinental and, finally, Heavyweight belt. As you move up in 
the rankings you'll be forced to wrestling specialty matches. Sometimes you will have to take on 2 or 3 wrestlers. Other 
times you'll have tag team matches. Any type of match is possible. As your ranking increases, the title holder 
of the belt you are competing for will get nervous. He will interrupt your matches. Challenge you to grudge 
matches. Anything to avoid having to defeat the belt against you. Career mode can be played as a 
single wrestler or as a tag team. 


Graphically, a solid job has been done with the motion-capturing resulting in personalized entrances 
and smooth move execution. Everyone comes to the ring with lighting and/or pyrotechnics f/x with their 
authentic WWF theme music playing in the background. Wrestlers are well represented and animated 
with the occasional polygon error. Frame-rates are brisk even with 4 characters on the screen. 
Facial textures seem to suffer from a crunched look, however. Arenas and rings are represented accurately 
with ring ropes moving naturally. However, the crowd once again is the odd man out. Flat, barely animated 
textures make up the spectators around the ring. 


Fighting game-like button combinations 
a —— ; Tho return as Attitude uses a modified Warzone game 
Re aie engine. Your wrestlers’ ability to continue the match 
es is again represented with a colored life bar. Control 
is fairly responsive though you'll probably suffer a 
love/hate relationship with the gameplay. Also., when 
facing multiple attackers in the ring, you'll sometimes 
have trouble keeping your focus on the opponent 
currently attacking you. 
Crowd noise is generic, however, fans do chant in support 
of your wrestler by chanting his name or catch phrase. Commentary in Attitude is handled 
by Shane McMahon and Jerry “The King” Lawler. This time around, however, 
commentary seems very vague as the commentators mention your wrestler, 
but very rarely remark specifically on the in-ring action. The biggest 
complaint that can be made with Attitude concerns the load 
times. Though they can be skipped, with intro’s turned on 


you'll still wait an average of 20 seconds from menu ; >< : 
to match. Once you’ve seen all of the intro’s, Attitude does a good job of | j _4 % 
you can turn them off inthe options =_ al ee ae Cee. 


elements involved in wrestling to 


menu. ; your home console. Unfortunately, J na 
4 load times and problems facing multiple ; 
opponents keep Attitude from being all it could . 
be. Still, for the most part, these are small . 
annoyances and shouldn’t take away from your @ 
overall wrestling enjoyment. Fans of the Warzone style @ 
wi of wrestling will enjoy the multitude of features Attitude 2 
brings home. Zs 
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With four CDs and a promised forty hours of gameplay, Final Fantasy 
Vill is one long game. Fear not though, because we’ve already done 
most of the work for you. Think of the following walk-through as a “road 
map” for the game. instead of trying to explain every single detail in 
the game we've decided to just give you the highlights. 


Don’t get us wrong, everything you need to know is right here in front 
of you. If you wanted to, you could start up the game and just use 
this guide to walk on through. Of course, where’s the fun in that? The 
best way to use this guide is as a support tool. if you get stuck some- 
where, or if you’re not sure what to do next, take a look, get a hint. The 
game will be much more fun that way. On the off chance that you find 
yourself completely lost, just point your web browser over to 
www.psextreme.com. All of the saves mentioned in this walk-through 
can be downloaded from our website in Dex Drive format. Enjoy. 


The Magic System 


Pretty much everything you need to know about the game is covered 
in the manual, or in the most excellent on-line tutorial. However, the 
magic system in Final Fantasy Vili is a departure from that of previous 
games dnd is worth a brief mention. 


‘In order to perform any action other than a standard attack (such as 
using an item or using magic) a character must have a Guardian Force 
(GF) equipped or “junctioned.” Once a GF is junctioned to an active 
character any of the GF’s abilities can be used. A character can use 
up to three main abilities (in the beginning of the game you only have 
access to GF Summon, Draw, Magic and item) and two secondary abil- 
ities. The secondary abilities are bonuses that can be learned by the 
GFs, such as HP bonuses. it is a good idea to have your GFs learn dif- 
ferent abilities in order to build a well-rounded group. 


Once a GF has been junctioned to a character, that GF can be sum- 
moned during a battle as many times as you like. This is unlike Final 
Fantasy Vil where the number of summons allowed was dependent on 
the level of the corresponding materia. The GF’s power is limited by 
its health. Each GF has an HP meter that becomes active after you 


summon the GF, but before it appears. During this time any attacks 
inflicted on the summoning character will damage the correspond- 
ing GF. if the GF’s HP reaches zero, then the GF is knocked out and must 
be revived after the fight. if you find yourself in a tough battle, with 
low HP, summon a GF to absorb some of the damage. Although the 
GF will lose HP, it will give you a reprieve and prevent your character 
from being knocked out. 


The summoning spells are not the only way the magic system has 
changed. Basic magic has changed as well. in Final Fantasy Viil you 
acquire magic by “drawing” it, or taking it, from enemies. The draw 
command can be used in any battle, and if successful you will steal 
magic from your chosen enemy. Drawn magic can either be cast imme- 
diately or stored for later. Any magic that is stored can be accessed 
with the regular magic command. Because enemies never run out of 
magic, it is possible to draw a great deal of spells from low-level ene- 
mies. This is an excellent way to build up your spell cache before enter- 
ing a boss fight. 


Moving onto a more complex side of the magic system, is the ability to 
junction magic to a GF. When a GF is junctioned to a character, certain 
Stats become available (depending on what skills the GF has learned) 
for magic junctioning. Junctioning magic to a stat will change a char- 
acter’s attributes. For example, if you have elemental defense junc- 
tioned with ice magic, your resistance to ice will increase. it is possible 
to change these settings manually, but for the time being i would 
Suggest using one of the computer presets. When using junctioned 
magic, you have to remember not to cast your last copy of that spell. 


You can’t junction a spell if you don’t have it. 


Although it may seem complex at first, you’ll soon have the Final Fantasy 
Vill magic system down pat. The changes to the system are advanta- 
geous to the player and actually make the game less difficult when 
compared to the system used in Final Fantasy Vii. Enough talk. it is time 
to begin the adventure through Final Fantasy Viii Disc 1. 


Disc 1 


The game opens with an FMV sequence 
introducing all of the main charac- 
ters and major plot points. Although 
it may not make a lot of sense in the 
beginning, as you progress through 
the game everything in the opening 
will make sense. 


The first item of note is the fight 
between Squall and Seifer. Squall 
blacks out from injuries sustained 
during the fight and wakes up in the 
SeeD infirmary with a mysterious girl 
looking in the window at him. This is 
where the game begins. (SHOT 1) 


Shortly after Squall recovers, the SeeD 
instructor, Quistis, comes to retrieve 
her student. The two return to the 
SeeD classroom where Quistis explains 
. tothe class that the SeeD exam will 
J be that afternoon. 


Once has left the room, walk 
up to Quistis and talk to her. She will 
send Squall on his first quest, the Fire 
Cavern. Quistis will then leave the 
room to wait for Squall by the front 
gate. 


Before you leave the room be sure to 
chat with the other SeeD candidates. 
Also, make sure you return to your 
seat and examine the computer sys- 
tem. Turn the computer on and choose 
the Tutorial option. You will receive 
the Quezacotl GF and the Shiva GF. 
These GFs will be quite useful in the 
Fire Cavern trial. it is also a good idea 
to read through the messages in the 
computer system. The tutorial here 
explains everything you need to know 
about playing the game. (SHOT 2) 


__ Now is a good time to equip your GF 
in the Junction menu. Enter the 
Junction menu and equip at least one 
of the two GFs that you gained from 
the computer station. At this point in 
the game you have no magic, so you 
should choose the GF, Draw and Item 
commands. Once these have been set 
you will be able to use them in battle. 
You will need to access the Junction 
menu many times during the game so 
it is a good idea to familiarize yourself with it right now. (SHOT 3) 


After you’ve finished with the Junction menu, leave the classroom. Out in 
the hall you will bump into a girl who is rushing to class. Offer to help her find 
her way around the Garden. Exit this screen using the same hallway that 
the girl came running through. (SHOT 4) 


On the bridge there is a man looking over the side. Talk to him. He will give you 
seven cards. These cards will be used to challenge other characters in the 
card game. The card game can be played with other characters throughout 
_ the rest of FFViil. The GF Quezacotl can learn an ability, card change, which 
will allow you to change a card into an item. Rarer cards will yield rarer items. 
(SHOT 5) 


Take the elevator down to the main level. Once you reach the ground floor, 
Squall will show the girl the directory. Once you’ve reviewed the directory 
(which can be used as a quick way to move around the garden) you should see 
a save point on the left-hand side of the screen. Now is a good time to save 
your game. (approx. 0:30) 


Once you’ve saved your game, head south to the main gate. On your way to 
the gate you will pass what looks like a small pink fountain. That is a draw 
point. You will find these throughout the game. Draw some cure magic and 
continue to the main gate. You’ll meet Quistis here. She will go through the 
Junction tutorial, which explains how to Junction a GF. After the tutorial Quistis 
will join up with Squall. Head east to the Fire Cavern. (SHOT 6) 


On the way to the cavern you may encounter some random enemies. if so, now 
would be a good time to use Draw to stock up on some more magic. 


At the entrance to the Fire Cavern, Quistis will teach Squall how to Junction 
magic and how to properly use the gunblade. it is a good idea to read the 
tutorials, especially if you haven’t read the directions. , 


At the entrance to the Fire Cavern you will meet two guards. They will present 
you with a choice of four time limits. You must fight through the cave and 
before the time limit is up. Twenty minutes should be more than enough 
time for most players. When adventuring through the cave keep fights short 
and sweet. The timer is constantly 
running down. Also, don’t use fire 
attacks against enemies in the fire 
cave. Use ice attacks, such as Shiva, 
instead. (SHOT 7) 


Deep inside the fire cavern you will 
find the GF ifrit. Use Shiva in the bat- 
tle against Ifrit. Once ifrit is defeat- 
ed you will gain the use of ifrit as a 
GF. Return to the Garden. (SHOT 8) 


Back at the Garden’s main gate, 
Quistis will review the GF tutorial. She 
will then order you to return to your 
room and change before meeting back 
down in the lobby. At this point Quistis 
will leave Squall for the time being. 
Go back to the main hall and save 
your game before proceeding to 
Squall’s room. (approx. 1:10) 


The quickest way to Squall’s room is 
the shortcut map. Walk up to the map 
and use it. Choose the dormitory 
option. Once you appear in the dor- 
mitory area, move north to enter 
Squall’s room. Once in Squall’s room 
you should change into the SeeD uni- 
form. Also, this is a good opportuni- 
ty to rest and recover before returning 
to the main hall. 


Back in the main hall, you’ll meet 
Quistis by the map. She will issue the 
squad assignments for the SeeD test. 
Squall is assigned to work with Zell. 
An FMV will introduce Zell. Squall isn’t 
too keen on working with Zell, but both 
have a mutual dislike for Seifer. 
Unfortunately for them Seifer has © 
been assigned as their squad leader. 
At this point Headmaster Cid will 
appear and brief the squad on the 
mission. (SHOT 9) 


Exit at the bottom of the screen and 
enter the car which will take you to 
the city. in the car Squall will ask 
Quistis about the mysterious girl who 
looked in on him at the beginning of 
the game. Seifer will throw insults 
at both Zell and Squall. Once the con- 
versation is over, you will be given con- 
trol of the car. Try to drive carefully. 
(SHOT 10) 


Once you reach the city you will automatically head straight to the har- 
bor. Exit the car and enter the waiting ship. Once the ship disembarks you 
will be briefed by Xu. After the briefing talk to Quistis, Seifer and Zell. 


After the chitchat, Seifer will order Squall to take a look around out- 
side. Agree to the order and head topside. You will then see the FMV of the 
attack on Dollet City. This is where the Final Fantasy Vili demo begins. 


Once the ships land, Quistis will give the order to secure the central square. 
Follow Seifer’s lead. You will find a save point in the Dollet town square. 
Now is a good time to save your game. (approx. 1:30) Also, before head- 
ing into battle make sure your GFs 
are equipped. 


While fighting, be sure to use the 
Draw and Stock commands, espe- 
cially when using the characters 
with Magic equipped as an ability. 
This will ensure that you have 
enough magic to use later on in the 
battle. 


Once you reach the Central 
Square, Seifer will order Squall 
and Zell to scout for enemies. After 
the resulting fight, the area will be 
clear. Seifer will comment on how 
boring it is to wait for the enemy 
to come to you. After a few sec- 
onds you will hear the sounds of 
battle. A random dog will bother 
Seifer and he yells at it to leave 
before calling to the opposing sol- 
diers. The dog will start barking 
and a short conversation between 
Seifer and Squall will play out. After 
that the dog will start howling and 
enemy soldiers will run by your 
position without spotting any party 
members. ) 


Seifer then orders the group to 
leave the Central Square and 
secure the summit. Surprisingly, 
Squall agrees. Follow Seifer as he 
runs off. 


After crossing a bridge you will find 
a few injured soldiers. Talk to them. 
The third soldier will be killed by a 
viper. Fight the viper and move on. 


Scan is a useful spell, because it 
can reveal detailed information 
about your enemy. (SHOT 


At the top of the mountain the 
squad will eavesdrop on a group 
of soldiers. At this point Selphie 
will join your group. it turns out 
that Selphie is the girl who ran into 
Squall in the hall earlier in the 
game. 


Seifer will jump off the cliff and 
enter the tower, followed by 
Selphie. Jump off the cliff and fol- 
low Selphie. Zell will follow Squall. 


Enter the tower and save your game 
(approx. 2:00) before following Seifer up 
the elevator. There is also a draw point 
here where you can collect blind magic. 


At the top of the tower you'll find Wedge 
and Biggs (notice the Star Wars influence?) 
who are working on the tower. Biggs will fin- 
ish what he’s working on and the tower will 
transform. Biggs will then notice your party 
and attack. During the battle you can draw 
a new type of magic, Esuna, from Biggs. 
After fighting for a short while, Wedge will 
join Biggs. 

In the middle of the fight an Elvoret mon- 
ster will fly down and attack your party. 
Biggs and Wedge will give up attacking and 
run in fear. Make sure that you draw lots 
of Double magic from Elvoret. it will come 
in quite handy later on. Also, draw the GF 
Siren from the Elvoret. Siren will be your 
fourth GF. 


Once the battle is over Selphie will inform 
the group that they are to be at the shore 
in 30 minutes as the boats will be leaving 
then. A countdown timer will begin. You must 
make it back to the shore before the timer 
expires. Head down the elevator to leave. 


As soon as you go down the elevator an 
injured Biggs will order an attack on your 
group before dying. Be sure to save at the 
base of the elevator just in case you can- 
not make it to the shore in time. (approx. 
2:35) The countdown timer will run, even 
during battles, so don’t get too engaged in 
fighting. 


Your best bet when fighting X-ATM092 is to 
use three GFs in succession. Continually hit 
the robotic monster with Shiva, ifrit and 
Quezacoti. As soon as X-ATM092 is down 
and repairing itself you should run away. 
The robot will chase you down the moun- 
tain. You will have to fight it more than once. 
Run every time you are given the chance, 
otherwise the time limit will run down. if 
you don’t make it back to the shore in time 
the game is over. 


After a battle with X-ATMO92 in the city 
square, you'll have to run the rest of the 
way to the shore, with X-ATM092 chasing 
you. Once you reach the edge of Dollet, 
an FMV will play, showing X-ATM092 chasing down Squall. Quistis comes to 
the rescue with a large gun mounted atop the SeeD boat. After Quistis 
destroys the X-ATM092, Squall jumps aboard the boat and it returns to 
Balamb city. Quistis dismisses the group, and orders you to meet back 
at the Garden. (SH( 


Seifer and friends will take the vehicle back to the Garden, leaving Squall, 
Zell and Selphie to fend for themselves. Exit the harbor area and you 
will come upon a hotel. Enter the hotel. You can rent a room for 100 gil 
to restore your HP. inside the room is a save point. (approx. 3:00) (SHOT 


Search the desk inside the room and you will find an issue of the Timber 
Maniacs magazine. 


Leave the hotel and explore Balamb City. As it turns out this is Zell’s home- 
town. You will find a friend of Zell's sitting on a bench. in front of the bench 
is a thunder draw point. (SHOT 19) 7 


Explore around town. You will find a 
junk shop that can upgrade your 
weapons if you have the proper parts. 
Across the street from the junk shop 
is Zell’s house and a neighbor’s house. 
Explore both of them. You will also find 
an item shop near Balamb Station. The 
Queen of Cards can be found near the 
item shop. She can explain the card 
game. (SHOT 2¢ 


After you’ve finished exploring it is time 
to return to the Garden. You can rent 
a car at the store near the edge of 
town, but it is cheaper to simply walk. 


Once you return to the Garden, the 
three will split up at the gate. Head 
back to the lobby. You'll run into Xu, Cid 
and Quistis who will congratulate you 
on a job well done. After the conver- 
sation finishes you can explore the 
ground level a bit. To the left are a boy 
and his brother who will congratu- 
late Squall. To the right is Seifer. Talk 
to him. After the conversation with 
Seifer an announcement will order 
all the SeeD candidates to the second 
floor. Return to the elevator in the main 
hall and go to the second floor. 


On the second floor hallway you will 
find a group of students waiting for the 
results of the test. Talk to them. After 
a minute or so a member of the Garden 
faculty will appear and announce the 
results. Squall and Zell passed the exam. 


After the graduation talk to Cid. He will 
give Squall the Battle Meter. This can 
be used to view the results of your bat- 
tles. 


You will meet up with Zell and Selphie 
at the top of the elevator. Seifer and 
the other students will be waiting to 
congratulate you. You will be given a 
SeeD ranking based on your perfor- 
mance in the Dollet mission. Once you’ve 
read through the ranking informa- 
tion you will return to your dormitory 
room. You can save here. (approx. 3:30) 


Talk with Selphie and then change into 
your SeeD uniform. After you change 
talk to Selphie again and you will go to 
the SeeD graduation party. Zell will visit with Squall shortly before Selphie 
tries to recruit his help for the Garden Festival. Once Selphie leaves an FMV 
will begin. 


This is where you meet Rinoa for the first time. After a brief conversation, 
Rinoa will drag Squall onto the dance floor. if you seen any videos from 
FFVIli, you’ve probably seen this one. After the dance Rinoa will mysteriously 
run off. Squall will head outside and stare off a balcony. He is lost in thought 
when Quistis walks up. } 


Quistis orders Squall to change and to meet her at the “secret area” in the 
training center. 


Back at Squall’s room you can save again (approx. 3:45) and change out of 
your uniform. Now is also a good time to make sure that your GFs are prop- 
erly equipped on Squall and Quistis. Leave Squall’s room and proceed to 
the training center. 


Meet Quistis outside the training center. She will explain another type of 


Junctioning to Squall. You will then be able to enter the training area. Once 
inside the training area, take the left-hand door. 


if you meet up with a T-Rex inside the training center make sure to use the 
Shiva GF. it will dish out nearly 900 HP of damage per hit to the T-Rex. Beating 
the T-Rex will net you just over 700 experience points and 10 AP points. it is 
well worth fighting one if you have the time and skill. 


Eventually you’ll make your way to an area with a save point. Save your 
game (approx. 4:00) and go through the brightly lit door. 


This is the “secret place.” Quistis and Squall talk. Quistis reveals that she is 
losing her position as an instructor. She will be a regular member of SeeD. 
She also mentions that she might end up working with Squall. Squall doesn’t 
seem to want to listen and the two leave. 


Exit to the right. On the first screen over you will find a draw point with Blizzard. 
Continue to the right until you hear a girl’s scream. Quistis and Squall will run 
off to find Rinoa trapped by a Granaldo. This fight should be easy com- 
pared to a T-Rex fight. After beat- 
ing the Granaldo, Rinoa will be taken 
away to safety. Once she has gone, 
exit the training area and return to 
Squall’s dormitory room. 


On your way back to the dormitory 
room, you’ll run into Zell. Zell informs 
Squall that he has a new room. Leave 
Zell and return to the room. Squall 
will fall asleep. 


The next morning Squall is awakened 
by Selphie with mission orders. She 
tells you to meet her at the front gate. 
Save your game and then search 
Squall’s room. On the desk you’ Il find 
the April issue of Weapons Monthly. 


Leave Squall’s room and return to the 
school classroom on the second floor. 
You’ ll need to take the main elevator 
to get there. Once in the classroom 
go to Squall’s seat and start the com- 
puter. Choose the Tutorial and then 
the Test. This is the SeeD written test. 
By passing answers on the written 
test you can raise your SeeD level. You 
can only take a test that is equal to 
or lower than your current experi- 
ence level (remember this is differ- 
ent than your SeeD level). 


if you’ve followed this walkthrough, 
you should have Squall at Level 11 right 
now. This will allow you to take the 
first 11 SeeD tests. The answers are 
as follows: 


Test 01: YNYYYNNYNN 
Test 02: YNYYYNYYNN 
Test 03: NNYNYYYNYN 
Test 04: NYYYNNYYNN 
Test 05: NNNYYNNYYY 
Test 06: YNYYNNYYNY 
Fest: Oia YY ¥VYAYNYYN 
Test 08: NYNNYYNNYN 
Test 09: NYNNNNNNYY 
Test 10: YNNNNNNNYN 
Test 11: YYNYYNYNNY 


Once you've finished raising your SeeD 
levels head down to the front gate. 
You can always return to the class- 
room to take more tests once you’ve 
gained some experience. (SHOT 50 


At the entrance to the Garden you’ll meet up with Zell and Selphie. Cid will 
order the group to Timber City. After the briefing, talk to Cid. He will 
give you a cursed magic lamp. If you haven’t saved your game recently 
return to the Garden’s main center and save. (approx. 5:00) 


Once you’ve saved your game use the magic lamp. When you use it, the GF 
Diablos will appear and attack your party. if you defeat Diablos you will 
receive the Diablos GF as well as the Diablos card for use in the card game. 
If you don’t defeat Diablos, simply reload from your last save and try again. 
The battle will be long (Diablos has 8000 HP), but it is worth it. After beat- 
ing Diablos return to the Garden center and save your game before leav- 
ing the Garden. (approx. 5:30) At Level 9, Diablos will be stronger than the 
rest of your GFs at this point. 


contig oe Now leave the Garden and head 

Lcntussmmn tO the train station in Balamb City. 

| Before boarding the train stop by 

the gift shop and make sure you 

have enough items. Remember 

though you will need 3,000 gil to 

buy a train ticket to Timber. if you 

don’t have enough cash, you'll have 

to fight random battles outside 
the city to earn money. 


~ Diablos 


A mysterious GF 
living-in-another 
dimension. 

Uses a poverful 
gravity attack 
called Gravija. 


Once on the train save your game 
(approx. 5:40) and then go explor- 
ing. Talk to Zell and Selphie in the 
hall and then follow Zell into the 
cabin. Talk to Zell inside the cabin 
to learn more about Timber. 


Selphie will enter the cabin feel- 
ing sleepy and then pass out. You'll 
hear a high-pitched whine as both 
Zell and Squall pass out as well. 
The screen will fade to black and 
then fade in, to a forest. You are 
now playing as Laguna, a Galbadian 
soldier, and his companions Kiros 
and Ward. 


The three use the same experience 
points and items that Squall’s party 
uses. Laguna has access to every- 
thing Squall has; Kiros is the equiv- 
alent of Zell; and Ward is the 
equivalent of Selphie. Any experi- 
ence earned here applies to Squall, 
Zell and Selphie. (: 


Throughout Laguna’s adventure 
you'll see a series of dark text 
boxes. These darker boxes are the 
voices of Squall and his team. 
Apparently they can see what’s 
going on; they just can’t interact 
with Laguna. 


Follow the path in the forest. Moving 
along the path you will encounter 
two draw points — Cure at the first 
one and Water at the second. Be 
sure to pull the magic from them. 
At the end of the path you will 
encounter a truck. Enter the truck 
and it will take you to Deling city. 


In Deling you will have the option 
of going north or east. If you go 
north you will find a city gate and 


a service entrance to the sewers. You can 
go into the sewers, but the only thing of 
interest there right now is a save point. 
Going to the east will lead you to Galbadia 
hotel. This is where you want to be head- 
ed. 


Go into the hotel and save your game in the 
lobby (approx. 6:00). Talk to the recep- 
tionist and take a room for 100 gil. 


Once you’ve rested return to the main floor 
and take the stairs on the right-hand side 
of the room. Once you’ve arrived down- 
stairs talk with everyone. When you’re done 
exploring talk to the waitress and she will 
seat you at your “regular” table. 


Julia, the pianist, will start playing after 
you’ve been seated. Ward and Kiros will give 
Laguna a hard time about Julia. Apparently 
Laguna has a bit of a crush on her. 


Walk up to the stage and press the action 
button to wave to Julia. Unfortunately, 
Laguna’s leg will cramp up and he’ll hob- 
ble away from the stage. Walk back to the 
table where the boys will give Laguna a hard 
time. Ward and Kiros will then make a time- 
ly exit as Julia approaches the table. 


Julia talks with Laguna and invites him up 
to her room. 


After Julia leaves go back upstairs and talk 
to the receptionist. Ask for Julia’s room. 


Laguna and Julia will talk for awhile about 
their dreams for the future. As the con- 
versation ends the screen will fade to black 
and you will return to the train with Squall, 
Zell and Selphie. 


The three will wake up and start talking 
about their dreams. They realize in sur- 
prise that they all had the same dream, 
but there is no time to discuss it now. The 
train has arrived at Timber Station! 


When they exit the train speak with a man 
at the station. He will say “The forests of 
Timber sure have changed!” You need to 
reply, “But the Owls are still around.” if you 
remember back to the briefing from Cid, 
this is your contact. 


After you reply with the correct password 
the man will walk off. Follow him down one 
screen. 


He will lead you onto another train platform. 


Enter the train and you will meet Zone, one of the Rebel leaders. Zone 
will ask you to wake their princess. Go up the stairs at the back of the 
compartment. (SHO 


Enter the first room on the left. There is a save point here. Save your game. 
(approx. 6:15) You can make small talk with the rebels in this compart- 
ment. The second room on the left is the princess’s room. Enter it and 
wake her. 


Squall is surprised to learn that the princess is actually Rinoa, the girl from 
the party and the mystery girl who checked in on him at the beginning of 
the game. Rinod will also introduce Angelo, her dog. Angelo is used dur- 
ing Rinoa’s limit breaks. After the introductions are over return to the 
waiting group. 


Rinoa will lead the group into the briefing room. inside the briefing room, 
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Rinod will explain the plan to capture 
the Galbadian president, Deling. Once 
you’ve taken in everything exit the brief- 
ing room and talk to Watts. After you’ve 
spoken with him the kidnapping mis- 
sion will begin. You will only have five 


minutes to complete the mission. (SHOT 


As you sneak across Deling’s train 
remember that there are two types of 
guards. if the red guard opens a win- 
dow beneath you keep moving. if a blue 
guard opens a window beneath you 
stop moving. (SHOT 41 

Once you’ve made it past the first set 
of cars you will have to enter three 
codes to decouple the President’s car. 
Once that is done you'll see a short 
FMV showing the cars moving about. 


After the cars have reconnected you 
must decouple the second set of cars. 
This time you must enter five codes. Be 
sure to check for guards. if the guards 
catch you it is all over. Once the train 
cars have been switched, the rebel 
engine will leave with the presiden- 
tial car. The group will be back in the 
rebel engine. 


Head up to Rinoa’s old room and search 
the folded-up bed. You should see a 
green book there. Pick it up. it is Pet 
Pals Vol. 2. Pet Pals magazine will allow 
Angelo to learn new tricks. Rinoa can 
then use those tricks during her limit 
breaks. 


Once you’ve retrieved the magazine, 
go to the next room and save your 
game. (approx. 6:40) Now go back to 
the main compartment and speak to 
Rinoa. You will then move on to the pres- 
idential car for the confrontation with 
Deling. Rinoa confronts Deling and it is 
revealed that he is not the President, 
but a body double! Detling will attack 
your group. Use the GF Quezacot! on 
the fake President to dish out about 
400 or so damage points. After hitting 
him with Quezacoti, you may need to 
hit the President with another stan- 
dard attack. He will then change into 
the monster Gerogero. 


Gerogero is an undead monster. if you use a Phoenix Down on Gerogero it will 
kill him instantly. (SHOT 43) 


After defeating the monster the group will return to the briefing room. 
After getting over the shock of the fake President the group learns that the 
real President will be coming to town to broadcast a message through the TV 
station. That is the reason the Galbadian army attacked Dollet. They want- 
ed to get the communication tower up and running. 


Rinoa and her group will squat in the corner to make plans. While they plan, 
wander around the room. There are clippings from the magazine Anarchist 
Monthly on the bulletin board at the back of the room. 


Once you’ve read the clippings g0 speak to Rinoa. it seems that the SeeD con- 
tract lasts until Timber achieves independence. At this point you will need 
to switch party members. Squall and Rinoa will be going to the TV station along 
with one more person, either Zell or Selphie. Make your choice here. For the 
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purposes of this guide i chose Zell. (SHOT 44) 


After you have chosen your party members, return to the save point in the 
train and save your game. (approx. 7:00) 


Now go back to the central compartment and talk with Watts. Tell him that 
you’re ready to go and the rebel train will drop you off at Timber station. Head 
north to get to the main train station platform. There is a pet shop here on 
the left-hand side of the screen that was closed the last time you came by. 
it is now open. Go inside. You will be able to buy items for your GFs as well 
as more Pet Magazines. 


At this point you should have Pet Magazine Vol. 1 - 4. Read all of them so 
that Angelo can learn new abilities. They will come in handy later. (SHOT 45; 


Now walk to the south. You will be back at the platform where Watts left 
you. Head south again and follow the bridge over the tracks to the Timber 
Hotel. You won't be able to stay at this hotel right now, but you can save if you 
need to. Enter the weapons shop to the left and upgrade your gear if you have 
the right parts. if not exit the shop and keep heading south. You’ll run into 
some Galbadian soldiers on the next 

screen down. (S 


After fighting the soldiers head back 
north to the platform. There is a walk- 
way going to the east that you may 
not have noticed before. Take it. You'll 
end up outside the Timber Maniacs 
building. Go inside Timber Maniacs. 
Talk to the receptionist. Tell her you 
just want to walk around. Enter the 
first room on the left. Explore the fax 
machine on the table. You'll find a hid- 
den draw point. it has Blizzaga. Leave 
the room and continue through the 
door at the end of the hall. This is the 
editor’s room. 


There is a yellow magazine on the floor 
on the righthand side, near the stacks. 
Pick it up and read it. it is an issue of 
Timber Maniacs. You can also talk with 
the editor who will chat about a few 
things. (: 


Leave Timber Maniacs and check out 
the house to the right. inside the 
house, speak with the woman cook- 
ing. She will tell you about a back alley 
connecting the pub next door with the 
TV station. Go upstairs and take a look 
out the window. (SHOT 4£ 


You will see the alley. There is a save 
point in it. Go back downstairs and 
exit the house. Go one screen to the 
right. Talk to the people here. The pub 
is downstairs. Before you go to the 
pub however, exit to the right. (SHO1 


You will come out on the tracks. Go 
upstairs and enter the small house. 
inside, talk to the old woman. She will 
allow you to use the water faucet. 
Drink the water and you will regain 
full HP. Now return to the main stair- 
way dnd go down to the pub. (SHC 


At the bottom of the stairs, in front 
of the pub, there will be two Galbadian 
soldiers. Fight them and you will 
receive the Buel Card. Off to the right- 
hand side is a draw point. You can 
draw cure from here. Before enter- — 
ing the pub, stock up at the shop on 
the left-hand side. 


Enter the pub. Go to the back and talk to the drunk. Offer to give him 


the Buel Card. He will let you keep the Buel Card and he will also give 
you the Tonberry Card. 


Exit the pub through the back door. You will now be in the same alley you 
saw from the house. Save your game at the save point. (approx. 8:00) Talk 
to the man in the alley. Exit the alley to the left. 


Go through the gate and up the stairs. You will now be in front of the TV 
station’s big screen outdoor TV. Rinoa and Squall will have an argument 
that will result in Rinoa running off. At this point Selphie will return. 


Suddenly the TV will change from static to a picture. The President of 
Galbadia, Deling, comes on and announces to the world that he wants 
peace. His new peace ambassador 
is the “sorceress,” otherwise known 
as Sorceress Edea. 


At that announcement Seifer 
breaks into the room and attacks 
President Deling. He is surround- 
ed by Galbadian guards, but they 
can do nothing. Quistis also 
appears on screen, telling every- 
one to stay back. She calls out to 
Sguall’s team, telling them that 
if they are watching they need to 
~ come to the studio and assist her. 
Go to the TV studio. 


In the studio you'll find Seifer hold- 
ing Deling hostage. Everyone else 
is gone. After a short exchange 
Seifer will take Deling out of the 
room, heading out the left exit. 
Follow them. Once again you'll see 
Seifer holding the President 
hostage. At this point both Edea 
and Quistis will appear on the 
scene. Eded will freeze Quistis and 
convince Seifer to let the President 
go. Seifer then walks over to Edea 
and leaves with her, as if he has 
been hypnotized. 


“Greetings. I am-Vinzer Deling. litelong 


“ghesident of Galbadip. Today. I stand befe 7 
490 to make the folidving proposition.” =a 
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Quistis, Squall, Zell and Selphie are 
confused when they find that both 
the President and Seifer have dis- 
appeared. Rinoa runs in looking for 
Seifer and then leaves when she 
learns he has vanished. Everyone 
then follows her out. Follow Rinoa 
and Quistis back to town. On your 
way back to town you will pass 
through the alley again. There is a 
draw point here now with scan. 
Draw the scan magic and then 
enter the pub. inside the pub you 
will be invited back to the house 
next door. Go there. Soldiers will 
come knocking on the door so you 
will have to hide upstairs. While 
upstairs take the time to talk to 
everyone. After the soldiers have 
left, you can return to the down- 
stairs area. The team will discuss 
options and Quistis will suggest 
returning to Galbadia Garden. You 
will have to pick a team of three 
members. | chose Squall, Zell and 


‘the train and talk with everyone. When the 


Quistis. Remember to equip your GFs on 
your party members no matter who you 
choose. 


As you leave the house, make sure you exit 
to the right. Your party will meet up with 
Zone who will give you tickets to the train. 
Exit to the east. Cross over the small bridge 
and you will find the train waiting. Board 


train stops at the East Academy Station be 
sure to get off! 


Leave the platform and follow the road 
over the bridge. Just over the bridge, head 
to the forest on the left, between the cliffs. 
You'll meet up with your other party mem- 
bers there. Before heading into the forest 
you might want to wander around a bit. This 
can be a decent place to earn AP. After a 
short fight between Squall and Rinoa you 
will hear the high-pitched whine again. 
Squall, Quistis and Selphie will pass out and 
the game will shift to Laguna again. Make 
sure that you equip your GFs after switch- 
ing to the “dream world.” 


Adventure down the cliff. You'll find a draw 
point with sleep one screen north of where 
you start. Move a bit farther to the north 
on this screen and you will be ambushed 
by a few Esthar soldiers. Draw some magic 
from them and fight them off. Continue 
adventuring north. When the road splits, 
veer to the right to find a draw point. Draw 
some confuse magic. 


After drawing the magic travel down the 
center path to the circular catwalk. Take 
the ladder down. You'll find yourself in some 
caves. If you search the area on the left 
Laguna will find a key, but he’ll immediately 
lose it due to a hole in his pocket. 


Continue down the path through the caves. 
You'll come to an area where the path 
makes a 90-degree turn to the left. There 
is some debris on the right-hand side. 
Search it and Laguna will find the old key 
again. He’ll put it in his shirt pocket, so he 
won't lose it. Unfortunately a good, solid 
sneeze derails that effort and the key is 
lost once again. Go to the north and Laguna 
will find a detonator in the ground. You can 
use it to blow two boulders out of the way. 
Once the boulders are gone you have your 
choice of adventuring north up the stairs 
or back south and to the east. if you go up the stairs you will run across 
a boulder in the left-hand wall. 


Touch the boulder and it will fall away, revealing a draw point with cure. 
Follow either path around and you will come to a save point. Save your 
game here. (approx. 9:30) 


Once you’ve saved your game, continue down the north tunnel. You will 
go up a set of stairs and emerge on a cliff. A group of Esthar soldiers 
will ambush you. After you fight them off, the last solider will critically 
injure Ward and Kiros, leaving them with 1 HP apiece. Thankfully, Laguna 
spots ships in the water below the cliffs. He helps Ward and Kiros jump 
to safety before leaping himself. 


The game then shifts back to the present with Squall, Quistis and Selphie 
waking up. Strangely enough both Quistis and Selphie only have 1 HP apiece. 
It is a good idea to heal them before continuing with the adventure. 
Also, ensure that your GFs are properly equipped. Once you are ready 


to go, continue on to Galbadia Garden, 
which is just past the edge of the for- 
5 


At the Garden’s main gate Quistis will 
leave your party to find the Headmaster 
of this Garden. Continue traveling north 
to the Garden’s central area. Once you 
reach the central area, a message will 
come over the loudspeaker telling you 
to go to the second floor reception 
room. 


|) SHOT 61 | 


Continue on to the reception room, but 
stop in the center of the Garden’s cir- 
cle. in the middle of the yellow light is 
a hidden draw point. You can draw 
haste here. (SHOT 61) 


inside the reception room talk to Zell 
and Selphie. Quistis will enter the room 
with bad news — Seifer has been tried 
and executed for his attack on 
President Deling. Talk to everyone in 
the room after Quistis is finished. 


When you talk with Rinoa, it is revealed 
that she had a crush on Seifer. All the 
talk about death gets to Squall. He can’t 
stand it and has to leave the room. 
(SHOT 62) 


Take Squall to the Garden’s central 
area. You'll run into Raijin and Fujin 
there. Chat with them. After the chat, 
you'll be ordered to the front gate. 
You'll run into Quistis at the front gate. 
Follow her to the rest of the group. Talk 
to everyone in the group. Headmaster 
Martine will drive up and speak with 
you. it turns out that the Galbadia 
Sorceress Edea isn’t really an ambas- 
sador for peace. instead she is more 
of a “heavy” — someone who is going 
around threatening other nations and 
organizations. One of the groups she 
has targeted is the Garden. Squall and 
company have been ordered to elim- 
inate Edea. in order to do so howev- 
er they need d sniper. 


irvine is just that sniper. A ladies man 
with an attitude, irvine just waltzes 
right onto the scene. After the 
Headmaster has left talk with irvine 
and the other party members. You will 
split into two groups of three. irvine 
will suggest a split, but you are free to rearrange the groups as you see fit. | 
chose Squall, Rinoa and Quistis as my group. Once the groups have been set 
leave the Garden and set off for the closest train station. Your final desti- 
nation is Deling City. Save the game as soon as you leave the Garden. (approx. 
10:00) (SHOT 63) 


Pay the conductor 3,000 gil for the train tickets and board the train. Attempt 
to leave the train and the second group will board. On the train you simply 
need to speak with everyone. After making the rounds the train will arrive 
in Deling. Disembark and leave the station. 


De Sees 


Talk to Quistis and Rinoa. Rinod will tell you to take bus 08. She will also reveal 
her Galbadian heritage. 


Exit this screen to the east. Wait for bus 08 to arrive. Once it shows up talk 
to the conductor and you will be allowed to board. Take the bus to Caraway’s 
mansion. Once you arrive, get off the bus and talk to the solider on the 
right hand side. (SHOT 64) 


The solider will explain that Caraway wants to test your skills before he will 
see you. You must go to the Tomb of the Unknown King to retrieve a three-digit 
code. Once you have the code you can return and will be allowed access to 
Caraway. Before leaving, buy the location displayer from the guard for 5,000 
gil. 

Tell the guard you are ready to leave town and he will bring you to the rent- 
a-car shop. Rent a car for 3,500 gil. it will be easier, and faster, to get to 
the tomb this way. The guard tells you that the tomb is to the northeast, which 
is true, but what he doesn’t tell you is that you leave the city facing south. in 
order to get to the tomb you must make a left as you leave the city. 


Then, when the road curves to the right, veer left for some off-road action! 
You need to stay on the grassy area. The tomb is not in the desert. Once you 
arrive at the tomb, exit your vehicle and enter. (SHOT 65) 


At the entrance to the tomb there is a draw point located to the left and a 
save point located to the right. Draw protect magic and then enter the tomb. 
Once inside the tomb press “select” 
to view the map. If you bought the 
location indicator your current loca- 
tion will be marked with an X on the 
map. 


Your main objective is the sunblade 
with the student ID number on it. You 
will find this on the floor, one room 
north of the entrance. Don’t plan on 
leaving just yet, however. There is 
another GF hidden within the tomb. 
Find and fight it, to add it to your arse- 
nal. (SHOT 66) 


in order to get GF Brothers you will 
need to enter the center area of the 
tomb. This cannot be done at first 
because a drawbridge is up. You must 
go around to the east, north and west 
sides to pull the necessary levers 
before the bridge will lower. (SHOT 
67) 


Make your way to the eastern-most 
room of the tomb. Here you'll find a 
boss named Sacred. He'll fight you, 
but he’ll run off when damaged. 
Sacred isn’t terribly difficult. Use this 
opportunity to draw some berserk 
and life magic from him before dish- 
ing out maximum damage. if you just 
want to get the fight over with, hit him 
with a GF attack or two. Once you’ve 
chased him off, the platform will raise. 
Now leave this room and head to the 
northern-most room of the tomb. 
(SHOT 68) 


There is a draw point here with float 
magic. Draw the magic and then pull 
the lever on the right-hand side. This 
will lower the gate and allow water 
to flow into the room. Now head to 
the western-most room of the tomb. 
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in this room there is a lever on the 
left-hand side. Pull it to start the wheel 
turning. Now that you’ve been fo all 
of the outer rooms, head back to the 
southern entrance of the center area. 
(SHOT 69) 


The drawbridge is now down and you 
can enter the central area of the 
tomb. Go in. (SHOT 70) 


Inside the tomb’s center you'll face Sacred and his brother Minotaur. After 
defeating the two brothers you will acquire their cards and they will join 
you as GF’s. To exit the tomb, simply head directly south after beating the 
GF Brothers. if you get lost you can pull up the map with “select” and escape 

by hitting the “triangle” button, but this will cost you one SeeD level. it is 
not recommended. 


Once you emerge from the tomb draw some more protect magic from the 
draw point (it will have regenerated by this time) and save your game at 
the save point. (approx. 11:00) After you've saved, return to Deling City 
and Caraway’s Mansion. Talk to the guard and give him the iD code you 
found in the tomb. The ID code is randomly generated so it is difficult to 
simply guess. 


You will have to enter the code 
backwards — ones digit, then tens 
digit, then hundreds digit. For this 
walk-through the code was 47, so 
to properly enter it you would 
choose the numbers 7 - 4 - 0 as 
the menus come up. Once the code 
has been entered properly the 
guard will let you pass. 


Inside the mansion General 
Caraway will keep you waiting. Talk 
to Rinoa and she will run off to find 
him, but not before revealing the 
fact that Caraway is her estranged 
father! 


Caraway will enter the room with- 
out Rinoa, telling you that she does 
not have the proper training to 
continue on with your group. if 
Rinod was in your party, you will 
have to reorganize your group. 


The General will lead you out of 
the mansion. Follow him. He will 
explain the assassination plan to 
you. After he has explained the 
details, you will be free to roam 
about the city. if you need any 
items, such ds potions or phoenix 
downs, now is the time to head 
to the item shop and buy them. 
Otherwise, head back to the 
General’s mansion. 


At the mansion the General will 
split you into a sniper team and 
a gateway team. Squall and irvine 
will be the sniper team. Quistis, 
Zell and Selphie will be the gate- 
way team. You have no choice here. 
The teams are decided for you by 
the game. Once the teams have 
been decided, you will gain control 
of Quistis. Squall and irvine will 
leave the mansion. 


Attempt to leave the mansion with 
Quistis and Rinoa will come run- 
ning into the room. She’ ll have a 
short argument with Quistis. 
Quistis, Zell and Selphie will then 
leave Rinoaalone in the room. 


The screen will fade out and you 
will once again have control of 


Squall in front of the mansion. Now is a good 
time to save the game. Exit the mansion 
and cross the street. Notice that there are 
a lot of people waiting for the parade. Cross 
over the bridge on the left-hand side of 
the screen. 


Follow the rest of your group. There is a 
draw point here with Thundara magic. Take 
some and continue on. Caraway will leave 
the gateway group in position and then con- 
tinue on with the sniper group. After you 
reach your destination, Caraway will leave 
Squall and irvine. 


Your control will then switch back to Quistis 
who has a change of heart about Rinoa. 
Quistis decides to head back to the man- 
sion to apologize to Rinoa. Follow Caraway 
back to his mansion. Outside the mansion, 
stop and save the game. (approx. 11:30) 


Enter the mansion. The scene switches to 
Rinoa and her father. The two exchange 
words and Caraway tells Rinoa that she 
should remain in the mansion because she 
will be safe. He then leaves and arms the 
locks. Realizing that she is about to be locked 
in, Rinoa runs out of the room. Quistis, Zell 
and Selphie run in looking for Rinoa. Not 
realizing she has already left, they look 
around the room. Just then the door lock 
engages and traps them in the room. 


The control now switches to Rinoa, who is 
attempting to attack Sorceress Edea her- 
self. Near the right-hand side of this screen 
is a manhole cover. Go down into the sew- 
ers and travel as far left as possible. You 
will find a copy of Weapons Monthly May 
issue. Pick it up and then return to the sur- 
face. 


Climb on top of the stacked boxes. Use the 
“X” button to climb. Once you make it to 
the ledge, adventure to the left. Climb the 
ladder and enter the building from the roof. 


Rinod will see Ede sitting in a chair at the 
opposite side of the room. She offers Edea 
a “gift” in disguise. The gift is really a magic 
dampening bracelet. if Edea wears the 
bracelet she will lose all her magic abili- 
ties. Walk up to Edea and talk with her. 


There will be a flash of light and Edea will throw Rinoa back. She’ll then 
levitate Rinoa and toss her across the room. This will be followed by an 
FMV of Edea rising and walking out to greet the people. Edea is followed 
by Rinoa, who appears to be under Edea’s control. 


Edea will address the crowd, asking why aren’t they afraid of her? She 
then threatens them all, but the crowd just cheers blindly. President Deling 
asks why Edea is acting so strangely; she simply kills him. 


Edea then walks back into the building and decides to close the ceremonies 
with a sacrifice. She uses her magic to awaken two stone lizards. The lizards 
race to the speaker’s platform and attack Rinoa. 


Down in the crowd Squall and irvine can see what is happening, but they 
have no way to help Rinoa. 


The game now switches back to Quistis, Zell and Selphie. Trapped in the 
mansion they are searching for a way out. Examine the painting on the far 
right. Notice the girl is holding a glass. There is a statue of a girl on the far 


left-hand side of the room; she is hold- 
ing nothing. Go to the shelves by the 
door and take a glass. Now go to the 
statue of the girl and place the glass 
in her hands. The statue will spin around 
to reveal a secret passageway. Take 
it. 

There is a save point on the landing. 
Save your game. (approx. 11:50) 
Continue down to the sewers. 


Climb onto the waterwheel, and jump 
to the other side of the sewer. Exit to 
the north. ( 


Continue forward. This will trigger the 
FMV of the parade. 


The game will switch back to Squall and 
irvine. The gates have opened and Edea 
has emerged. Now is your chance to 
save Rinoa! 


At this point you should make sure both 
Squall and irvine have GFs equipped. 
Follow irvine into the compound. As you 
are running in, another FMV of the 
parade will play. You will see Edea’s 
float moving down the street and Seifer 
is standing alongside her! No time to 
worry about that now. 


You are now at the base of the com- 
pound. Like Rinoa before you, climb up 
the boxes to reach the upper ledge. 


Exit to the left and take the ladder 
up to the rooftop. Head towards the 
door in the back. You will find the 
President lying on the floor, dead. Exit 
to the back and enter the hallway. 


Squall and irvine will emerge in Edea’s 
chambers to find Rinoa on the floor 
and the lizard creatures attacking her. 


When fighting the lizard creatures, 
watch out for petrify. Use of GF 
Quezecoti and Brothers should elim- 
inate the threat. After they’re down 
grab Rinoa and leave the room the 
same way you entered. 


There is a trapdoor in the floor. Open 
it and go down. Grab the rifle and give 
it to irvine. Squall will chat with Rinoa 
and then go over the check on irvine. 
irvine has a nervous breakdown and 
says he can’t go through with the mission. 


The game now switches back to Quistis, Zell and Selphie in the sewer. Reassign 
the GFs and then continue down the path. Head to the left and you will 
reach a tunnel with a ladder. Knock the ladder down and cross to the other 
side of the sewer. Exit to the left and you will find a draw point with Esuna. 
Take it and then retrace your steps back across the ladder. Now exit to the 
left. You will once again be in the room with the draw point, but you will be 
on the other side. Exit to the north. Continue to the north. in the next room 
you'll exit to the right, on the top side of the sewer. Keep moving to the right 
and you will see a draw point on the bottom side of the sewer. 


Go one more screen to the right. You will be able to cross down and backtrack 
to the draw point. Draw some Zombie magic from the draw point and then 
return to the right. 


Now exit down. in this room you'll find a hidden draw point with Bio magic. 
Draw it and go back up one screen. 


Cross over to the right-hand side of the screen by jumping on the water- 
wheels. Exit this room to the south. 


Jump onto the waterwheel to get down. Exit this room to the south. 


Once again you will be in a room with two waterwheels. Jump down via the 
one on the right. Exit to the south once again. 


You’ ll now find yourself back in a well-lit tunnel. Keep moving down. 


Now you are back underneath Caraway’s mansion. Although this is the 
same room you started the sewer adventure in, you are now on the right- 
hand side of the room. While it seems highly illogical that none of the party 
members could simply cross through the water (are they afraid of melt- 
ing?) that’s the way it is. 


Knock down the ladder blocking your progress and exit to the right. Keep mov- 
ing to the right. Climb up the waterwheel and exit to the north. Keep moving 
north through the tunnel. 


in this room there is a save point on 
the right-hand side. Use it to save 
your game. (approx. 12:30) Now exit 
up the ladder and you will find your- 
self inside the gateway tower. 


Climb up the ladder to the top floor. 
Look out the window. You will see 
Edea’s float moving into position. When 
Zell gives the word flip the switch to 
trap Edea’s float inside the gateway. 


Switch back fo Squall, irvine and Rinoa. 
The gears shift and the three are lift- 
ed into position as planned. irvine 
hesitates however and gives Edea a 
chance to raise a force field. This 
deflects the bullet. As a result Squall 
has to jump down and attack Edea 
head-on. 


Equip Squall, irvine and Rinoa for the 
upcoming battle. After you finish 
equipping, you'll see a FMV of Squall 
racing to attack Edea. Squall will con- 
front Seifer and the two will fight, one 
on one. Fighting Seifer is fairly easy if 
you simply throw GFs at him one after 
another. Hits from Diablos, Brothers 
and Ifrit will bring him down. 


After defeating Seifer, Edea will chal- 
lenge Squall directly. Not to worry 
though, ds Rinod and irvine will run to 
Squall’s side for the battle. Edea is a 
tough fight. She'll throw everything 
she has at you. Be sure to cast dou- 
ble on your party members and have 
plenty of cure magic. if you play defen- 
sively, you'll eventually beat her, how- 
ever you won't destroy her. (S 


Edea will eventually be worn down and 
pull back from the fight. She'll use 
magic to conjure up Some ice spears 
and throw them at the group. Squall 
will be impaled with one and thrown 
off of the float. The last thing Squall 
sees is Rinog reaching out for him as 
he falls and the screen goes black. 
You will now be given an opportunity 
to save your game. Save the game. 
(approx. 13:00) Congratulations! You’ve 
just completed Disc 1. 
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MARK ANDROVICH PRESENTS 


This is our ongoing series in which we take a look at the notable games in each genre available for the PlayStation. 


- This month: first-person shooters. 

= z : The genre known as the first-per- (and the public continued to purchase) 
ws son shooter is unique in that unlike follow-ups such as Doom, Doom il, 
Sg ts ae most video games it did not originate Quake, Quake Ii, and Quake III. 
Se. in the arcade, nor on home consoles, The granddaddy of home systems, 


J 


but on personal computers. Perhaps 
this is because only computers were 
powerful enough to handle the calcu- 
lations necessary to create a psuedo 
three-dimensional environment (later 


Berzerk 


Esc from the Mindmaster 


the Atari 2600, actually had a couple 
of first-person games. Escape from 
the Mindmaster and Tunnel Runner did 
not involve any shooting, however, only 


traversing a maze of corridors. Both 
games utilized additional ROM in order 
Sa to work on the primitive 4K system. 


lly i } ee 
ear true three-dimensions). Or, perhaps 


this is because only computers offered 


5 a modems for multi player games via Hm 7 | erie §Despite the screen shots and box pho- 


the internet. Whatever the reason, the 
genre hds remained notably absent 
from the arcades and has only 


tos seen in EGM and other places, 
there was never actually a 2600 ver- 
sion of Doom — it was just a hoax. 


Sack appeared on home systems recently. First-person shooters didn’t come to 
= The first-person shooter likely home consoles until the days of the 
0 oe evolved from top-down shooters such SNES and Jaguar, and it was quite 
bo iiines, ds Berzerk and its sequel, Frenzy. In apparent that those cartridge-based 
we one those games, the environment con- machines didn’t have the computing 
porn sisted of stationary walls which were power necessary to do Wolfenstein 
Beasts y deadly to the touch. Players moved an . , and Doom justice even though they 
pears on-screen character who shot at Fake 2600 Doom tried. 
ese enemy robots while trying to make it When the PlayStation debuted in 
to oven to an exit in time. Atari’s Xybots was 1994-95, home consoles were finally 
3 an attempt to move the shooter into able to handle near-identical ports 
ts 3D, but the action was viewed from of computer first-person shooters. As 
be ential behind an on-screen character — in J * those computer games later moved 
San teS oh other words, from a third-person per- Za fe. _. from sprites to polygons, the 
Vion ar spective. In addition, the levels con- |A2d#RRSuR Tis 25/4234 mele se PlayStation was readily equipped to 
minaret sisted only of corridors and there was Doom Fake 2600 Doom handle the computing demands. 
saliaeioiedt no unlimited freedom of movement. 
ua 2 More recently, an arcade version of 1996 
te ee Quake was produced but apparently 
ae did not perform very well. The first PlayStation first-person 
is Home computers of the early shooter was a version of id’s Doom. 
= 1980s featured Berzerk and similar The PSX version contained all the lev- 
abv, maze shooting games such as K-Razy els from both the Doom and Doom ii 
are : Shootout and Castle Wolfenstein. They PC games as well as Ultimate Doom. 
ae also played three-dimensional corri- While some lighting changes were 
frome onan dor maze games such as Wayout, made, the game played fast and the 
SS although no shooting was involved. resolution was comparable to the orig- 
ans However, it wasn’t until the advent of inal. A two-player cooperative or 
gee the iBM PC that the modern first-per- deathmatch mode was made possi- 
a son shooter was born in the form of ble via the link cable. 
-- | id’s Wolfenstein 3D (which took its The first original first-person 
ne Dh os name dnd “inspiration” from the ear- shooter for the PlayStation was 
ey lier computer title, Castle Wolfenstein). Fox/Acclaim’s Alien Trilogy. The story- 
eu Wolfenstein 3D changed the face of line was taken from the three science 
eee computer gaming and spawned numer- fiction movies and rewritten to accom- 
tate ous rip-offs from companies trying to modate the game. Computer graphic 
diy Sats cash in on the craze. Despite the con- introductions and cut scenes made 
ye troversy over the violent nature of : great use of the movie license. 
Fare their games, id continued to produce — Alien Triloa Although enemies were still pixely, the 
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3D engine was very smooth and the environments looked 


awesome. 


Accolade’s PO’ed added a few new twists, such as the 
ability to use jetpacks and ladders to reach areas of multi- 


storied levels. The game was a port of 
a 3DO title featuring a cook who has 
been left alone on a space station 
infested by aliens. 

By the time Final Doom arrived, 
the engine was starting to show its age 
when compared with its competition. 
Final Doom contained three different 
scenarios — Doom master levels, TNT, 
and Plutonia — and, once again, offered 
a two-player cooperative or death- 
match game vid link cable. 

Universal’s Disruptor had a fast 
frame rate and beautiful graphics. The 
game added mental energy weapons 
along with the standard firepower. 
Although the game’s soundtrack was 
cinematic, its FMV sequences were def- 
initely not. 


1997 


Even though it had first released 
the game for the PC some 2 years 
prior, LucasArts came out with a 
PlayStation port of Star Wars: Dark 
Forces. Like Doom before it, the graph- 
ics looked quite dated and couldn't 
stand up to the competition. However, 
the game was saved by a good variety 
of mission objectives and a great 


a) 


Dark Forces 


license — familiar Star Wars characters and John Williams’ 


soundtrack. 


Powerslave took the first-person shooter and placed 
it into an Egyptian motif. This Playmates/Lobotomy Software 
game gave players the ability to jump, swim, and look up 
or down. The game also used a system of artifacts similar 


to a platform game which allowed play- 
ers to go back to prior levels to explore 
areas that couldn’t be reached before. 

Although Quake was a no-show, 
id’s Hexen was ported to the 
PlayStation courtesy of GT Interactive. 
Players used portals to travel from 
level to level or from area to dred with- 
in a level. The game was also notable 
for allowing players to choose from 
three different main characters with 
different attributes in the areas of 
speed, armor, magic, and strength. 
Characters could also jump and fly. 

Psygnosis entered the first-per- 
son shooter genre with Codename: 
Tenka. The game was notable for the 
use of polygonal rather than sprite- 
based enemies dnd for its variety of 
missions which included complex puz- 
zle solving. 


1998 
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Duke Nukem: Total Meltdown was the only significant 
first-person shooter to be released this year. The game 
was a port of the PC title “Duke Nukem 3D.” The game 


Duke Nukeri 


Medal of Honor 


South Park 


South Park 
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became known for its one-liners and 
raunchy humor which made it to the 
PlayStation uncensored. A multi play- 
er deathmatch was available via the 
link cable, and the PSX version con- 
tained a new fourth episode and new 
secret levels. Unfortunately, it was also 
plagued by blocky graphics and a slow 
frame rate. 


1999 


This year will see the release of 
Activision’s Quake Il, a port of the PC 
title. The original game became quite 
popular for its mutli player death- 
matches vid the Internet. Although 
Internet play is obviously not possible 
on the current PlayStation, Activision 
looks to have done a great job with 
replicating that same action with a 
four-player split-screen mode that 
plays amazingly fast. 

EA’s Medal of Honor might become 
one of the biggest titles of the year 
and certainly one of the best first-per- 
son shooters we've ever seen. The game 
discards the usual science fiction set- 
ting for the World War Ii time period. 
Players take the role of an OSS agent 
aiding the Allies in thwarting the 
German takeover of Europe. The his- 
torical details and impressive Al will 
make this FPS stand out from the 
crowd. 

Not to be forgotten, Acclaim and 
Appaloosa have been hard at work 
porting their popular South Park title 
from the N64 onto the PlayStation. The 
game features all of the South Park 
favorites in a mission-based single 
player adventure or a two-player, 
deathmatch-style multi player mode. 
While the graphics reflect the show’s 
cookie cutter look and feel, it’s impres- 
sive that the developers were able to 


»o| transfer the “Turok” engine over the 


PS. 

Although early video game con- 
soles missed out on first-person shoot- 
ers, and arcades have shunned them 
entirely, the latest generation of home 
systems has embraced them. The genre 
is still so new that the games haven't 
evolved very much. Sprites gave way 
to polygons, and simple movements 
became more complex with the abili- 
ties to jump, swim, and climb, but that 
is the extent of the changes. Then again, 
first-person shooters might never 
evolve. After all, they were designed 


to be quick-paced dnd ultra-violent games with only min- 
imal puzzle solving or platform game elements. 

As the next video game systems are being designed 
with modem-based multi player games in mind, the first- 
person shooter genre is likely to stay with us for the fore- 
seeable future — despite the controversies that sometimes 
arise over their content and their long-term effects on 
impressionable game players. 
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historical ranking chart 


The EXCAVATE section is where we dig up ratings from past issues and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as 
a reference for those older games that you might have missed (or wish you had). 


ISSUE SCORE Brigandine January 1999 88% 
Syphon Filter March 1999 99% Contender February 1999 88% 
Ape Escape July 1999 98% NFL Xtreme 2 September 1999 88% 
Legacy of Kain: Soul Reaver September 1999 98% WCW/NWO Thunder February 1999 88% 
Pac-Man World September 1999 98% Castrol Honda Superbike Racing July 1999 87% 
Street Fighter Alpha 3 June 1999 98% Mr. Domino February 1999 87% 
Tomb Raider iii January 1999 98% Rush Down April 1999 87% 
GOLD GAMES ISSUE SCORE Uprising X February 1999 87% 
Croc 2 July 1999 97% Ultimate 8 Ball July 1999 86% 
Bloody Roar 2 May 1999 96% Asteroids January 1999 85% 
Bust-A-Groove January 1999 96% Chessmaster II August 1999 85% 
Civilization Ii March 1999 96% Destrega February 1999 85% 
Gex 3: Deep Cover Gecko May 1999 96% Monaco Grand Prix May 1999 85% 
Jade Cocoon August 1999 96% Soul of the Samurai September 1999 85% 
Akuji: The Heartless February 1999 95% — Fisherman’s Bait April 1999 84% 
Bugs Bunny: Lost in Time August 1999 95% Konami's ‘80’s AC Special September 1999 84% 
NCAA GameBreaker 99 January 1999 95% Populous: The Beginning June 1999 84% 
Star Ocean: Second Story June 1999 95% Triple Play 2000 May 1999 84% 
Abe’s Exoddus February 1999 94% Armored Core: Project Phantasma January 1999 83% 
Fighter Maker June 1999 94% Grand Theft Auto: London, 1969 June 1999 83% 
Legend of Legaia April 1999 94% Rampage 2: Universal Tour May 1999 83% 
NBA Live 99 January 1999 94% Formula 1 98 January 1999 82% 
Need for Speed: High Stakes May 1999 94% Twisted Metal 3 January 1999 82% 
Rally Cross 2 January 1999 94% KL Revenge March 1999 81% 
Ehrgeiz May 1999 93% Tiger Woods PGA Tour 99 _ January 1999 81% 
MLB 2000 June 1999 93% All Star Tennis ‘99 June 1999 80% 
NFL Blitz 2000 September 1999 93% Blast Radius February 1999 80% 
R-Type Delta August 1999 93% Irritating Stick February 1999 80% 
Knockout Kings January 1999 92% Shadow Madness May 1999 80% 
Lunar: Silver Star Story Complete July 1999 92% BRONZE GAMES ISSUE SCORE 
NCAA Final Four 99 March 1999 92% Animaniacs: Ten Pin Alley January 1999 79% 
Point Blank 2 April 1999 92% Centipede July 1999 79% 
Tai Fu April 1999 92% Juggernaut September 1999 79% 
Tiny Tank: Up your Arsenal August 1999 92% R-Types March 1999 79% 
Warzone 2100 July 1999 92% Street Sk8er April 1999 79% 
Baseball 2000 June 1999 91% Alexi Lalas international Soccer August 1999 78% 
Rolicage April 1999 91% Nectaris: Military Madness February 1999 78% 
Tarzan September 1999 91% Chocobo Racing September 1999 76% 
Bust-A-Move 4 January 1999 90% Dead in the Water February 1999 76% 
Darkstalkers 3 January 1999 90% Monkey Hero March 1999 — 76% 
Driver September 1999 90% High Heat Baseball 2000 July 1999 75% 
Echo Night August 1999 90% Psybadek February 1999 75% 
Freestyle Boardin’ ‘99 March 1999 90% Bomberman Fantasy Race May 1999 74% 
Guardian’s Crusade April 1999 90% Sports Car GT June 1999 74% 
Ridge Racer Type 4 April 1999 90%  3Xtreme June 1999 73% 
Rug Rats January 1999 90% in the Zone 99 May 1999 72% 
Silent Hill March 1999 90% Big Air May 1999 70% 
The Next Tetris May 1999 90% Bust-a-Move ‘99 April 1999 70% 
Tiny Tank February 1999 NCAA March Madness 99 February 1999 70% 
Um Jammer Lammy September 1999 90%  TINGAMES ISSUE | 
SILVER GAMES ISSUE SCORE Pro 18 World Tour Golf April 1999 68% 
Army Men 3D May 1999 89% Apocalypse January 1999 49% 
Rising Zan: The Samurai Gunman September 1999 89% Evil Zone September 1999 41% 
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; Toop The ultimate gaming “Must buy” games; each carries our Good games, but lacking Mediocre titles that Tin games are to be avoided 
 ~\. experience. editor’s seal of approval and are in some area; only for suffer from some serious atall costs. Only die-hard 
ms OE recommended for fans of that genre, fans of that style of game. flaws. Rent — don’t buy. gamers would buy these. 
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final word 


As | write this, it is Wednesday, August | 1, 1999. and Bernie Stolar has just been relieved of 
his duties as the President and CEO of Sega of America. Anyone remember when SOA let Tom 
- & Kalinske go and replaced him with someone from the Japanese office? | do; it was right before the 
rX<. v1 ~—s Saturn went in the tank. For the hundreds of you that wrote to me saying that | was biased and that 
4 mh) ~=6s-:; Dreamcast was going to be a major success, etc., etc. — | will get in my one “I Told You So” 
| have never debated the power of the Dreamcast as a machine for playing games; | think many of 
the games that have been released in Japan, and that will ship by the time you read this, look outstanding. 
And, as gamers, you have every right to get excited about the potential of Sega’s new box... as a machine 
for playing games.As a business model, it stinks. What kind of company lets its CEO go three weeks 
before the product that has been designed to save the failing parent company is set to ship? | don’t care how 
big of a pain in the *#! or completely inept he might have been... you keep Stolar until the product settles in 
at retail, then you give him the heave. That’s what SCEA did with Steve “I am THE Man” Race. Japan couldn’t 
stand the guy and the people that worked for him were barely tolerating his act (I’m pretty sure that he was 
Qui-Gon to Stolar’s Obi-Wan). But, they waited until the time was right, then gave him his walking papers. 
Folks, Sega of Japan is in a financial mess the size of which would feed, clothe and house most of the non- 
industrialized nations on this planet. The Dreamcast has done nothing in Japan; it is still being outsold by the 
now 4 year old PlayStation — not a good sign when your whiz-bang system is retailing for less than $200. SO} is 
counting, as they did with the Genesis and Saturn before it, on the dream that America will dominate with the 
Dreamcast and that the revenue stream from the states will ease the economic burden back home in Japan. It is 
gambling at the highest level and, just before you hit retailer shelves you send a message to retailers, members of 
the financial community and third party publishers and developers that there is something rotten in Sonicland? Not 
smart. 

It is a well-known fact in the industry that SOA is dramatically under-staffed (they are still filling executive-level 
positions as | write this) and that, up until just a few weeks ago, they have been way behind in the preparation of their 
modem for the marketplace, and the packaging standards for the hardware and software, among many other problems. | 
This isn’t a well-oiled machine here...and they’ve got PS2 looming on the horizon. By the time you read this, Greg and 
| will have returned from the Tokyo Game Show and we will be telling you about how we played an actual PS2, with 
its first wave of games, and that the system may make it out in Japan before the end of the year... bet on it! All of those 
people that bought Dreamcasts? They are going to be at the show on Saturday and Sunday... waiting to get their hands 
on PS2,AND they will be the first ones in line to buy them when they hit the streets in Japan. 

Me? I'm just hoping that they get NFL 2K and Crazy Taxi out the door before the company implodes. 


Dave 
dwinding@quake.net 


Publisher 
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The next issue will be good. You will like it. There will be screen 
shots of lots of new and different PlayStation games. There will be 
lots of information on new and different PlayStation games. It will be 
funny and interesting. You will laugh at Dave’s jokes. You will be 
- = concerned about Toolie and his gastro-intestinal issues. Kramer 
Crash Team Racing will make you crabby and angry.After you read it, you will want'to ‘First pics and info 

; ‘ ‘ of the ‘actual’ PS2 

read it again and again and again. Then you will pass it 
on to a friend who will also read it again and again 
and again. When you and your friends have finally 
read it again and again and again, don’t read it + | 
anymore — we should have another for you by 5 |. 3uve 

x 
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On the cover 
Special Feature 
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Crash Team 


that time. Thank you. 


Exclusive 


We talk to Matt 
Stone and Trey 


Parker, creators 
of South Park 
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INFOGRAMES 


Exclusive 


Ace Combat 3 


SUBSCRIBE NOW 
AND SAVE BIG! 
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NICE TO SEE COps EAT SOMETHING 
besides JELLY GouGHnNurTs! 
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_ No, you're not paranoid, man. They are out to get you. Luckily, you’ve come prepared with a 
beast of a car and the guts to run it to the redline. Watch the gap grow between you and the 
cops dude, as the gap between your accelerator and the floorboard disappears. 
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Over 100 vehicles 

Over 20 real-world tracks 
Multi-player racing 

Cop chase mode 


Huge Jumps 


Sega©‘Dreamcast. 
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HORROR GAME 
THAT WILL TOTALLY 
CONSUME YOU. 
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